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МЕ + SMASHIFIED! 
COVER АКТ COLLABORATION 


When we made the decision that this issue would be dedicated entirely to Mr. Iwata, we knew we'd have 
to do something truly special for its cover art - so we got in touch with the best Nintendo-focused artists on 
YouTube: the Smashified team! You've probably seen their work online already, as their regular videos 
chronicle their processes in creating new, modern, Super Smash Bros.-style artwork for classic video game 
characters, imagining what they'd look like if they were to join the playable roster of the latest Smash 
sequels. In fact, you may have even been turned on to their work by our interview with co-lead Omni Jacala 
two issues ago! 


Omni and his fellow artists Chris Szczesiul and Sean Hicks have outdone themselves for this incredible, 
honoring cover art (which we've also printed out on the included wall poster for you, if you're reading the 
physical edition). The concept was to pay homage to the man himself by surrounding him with imagery of 
some of his most iconic contributions to Nintendo gaming - from Balloon Fight to Kirby; from Super Smash 
Bros. to EarthBound to even the Pokémon series - all of which you'll read more about inside. And, of course, 
Mr. Iwata's main pose had to be his signature "Direct to You!" hand gesture. 


Would you like to get a detailed, in-depth look into all the work that went into the creation of this piece? 
Omni, Chris and Sean have put together a series of six time-lapse videos showing off how each segment 
evolved from a simple sketch to a final component of the overall image. Musician Nathanael Platier 
composed a whole series of wonderful remixed songs from each game franchise to play in the background 
as the art comes to life in each video, and in the sixth and final part of the series, you can listen to full 
commentary from the entire team as they explain what went into each illustration. Don't miss it! 


Go to YouTube and search for "Artsy Omni" to find the channel! 
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LOSING A LEGEND 


If you’re the kind of Nintendo fan who’s dedicated 
enough to be reading this magazine, then you’re 
also the kind of Nintendo fan who’s felt the loss of 
President Iwata most deeply. Though only a few 
outside the direct employment of Nintendo itself 
ever got the chance to meet him face-to-face, his 
sudden death in July still struck thousands - maybe 
tens or even hundreds of thousands - as severely 
as the loss of a family member. He felt that close to 
each of us. He wasn't just a corporate executive. He 
was an uncle. A brother. A Dad. 

Loss is not our focus in this issue, however. To say 
"Thank You, Mr. Iwata," we're shifting into full-on 
celebration mode. Satoru Iwata’s life was а Ше 
well-lived, and we're cheering that fact from cover 
to cover in this edition. 

Business continues as usual amidst the tribute, 
as Mr. Iwata would have wanted. He spent his life 
championing Nintendo, bringing smiles to players 
the world over with each new game, so he certainly 
wouldn't have wanted us to skip our regular slate of 
reviews and previews – especially with great games 
like Super Mario Maker having just debuted. 

But beyond the reviews and the glimpses into 
new titles coming just around the bend, Mr. Iwata is 
fueling our content with the contents of his incom- 
parable life. Our central feature, "Celebrating the 
Life & Accomplishments of Mr. Iwata," is a solid 12 
pages of looking back across some of the biggest 
impacts he made in the gaming industry. Our Retro 
section is old-school Iwata, and obscure Iwata too - 
look there for our article on some of his lesser- 
known games (that you may end up wanting to 
track down on eBay). Our comics are all tributes to 
his achievements, and, in the Interview section, we 
hear from him in his own words one last time. 

If you're still feeling the sting of loss, I 
hope this simple magazine can help to 
alleviate some of that heartache, in 
even some small 
Way. 

L 


UCAS M. THOMAS, EDITOR-IN-CHIEF 


4 ISSUE 817: THANK YOU, MR. IWATA 


ISSUE #16: 
JULY/AUGUST 2015 


БЕШПЕІР> 


When news of Мг. Iwata passing away 
hit the Internet, there was a ginormous 
outpouring from fans and fellow 
creators alike in tribute to his work. 
When that happened, | didn't know what 
to do - I couldn't muster myself to write 
or draw anything and add to the masses 
that were all celebrating and mourning 
the same thing. However, it wasn't 
because I was too devastated to do 
anything - it was because I never fully 
understood what he did. 1 never fully 
understood what a producer does, nor 
his work as a programmer. He didn't 
write stories or design characters. He 
was the public face of Nintendo; that I 
understood. 

After reading several Tumblr posts 
and news articles honoring him, І came 
to understand him a little more. He was 
someone with a deep-seated passion to 
create and see things come to life. 
While he may not have been the one 
who came up with the concepts for 
games, he was just as responsible and 
crucial for bringing them to life. And the 
thing is, Life inspires and Life propa- 
gates. What Mr. Iwata helped to create 
has spurred on generations of creators 
- who will, in turn, spur on generations 
of more creators onward and onward 
into the future. 

Thank you, Mr. Iwata. - PATRICK 
CHIN CHEONG 


It's always been a thrill to see Mr. Iwata 
host the newest Nintendo Directs. His 
down-to-earth personality and heart- 
warming tone exemplified Nintendo's 
image perfectly. І personally never had 
the opportunity to meet Mr. Iwata in 


The news of Mr. Iwata's passing 
away broke after the final 
content deadline for our last 
issue, #16, had come and gone – 
so rather than shoehorn in a last- 
minute tribute there, we made 
the decision to complete the 
Super Mario Maker issue as 
planned and instead dedicate 
this entire edition to his memory. 
We also asked you, our readers, 
to submit your memories of Mr. 
Iwata and any artistic tributes to 
him that made an impact on you 
in the days after you first heard 
the news. Here's just a few of the 
submissions we received. 


person, but regardless | admired his 
vision to bring video gaming to new 
frontiers. 

When I first heard of Mr. Iwata's 
passing on a random comment online 
that read simply as "RIP Iwata," my 
heart skipped a beat. | prayed that it 
was just a cruel joke but after a quick 
investigation, sure enough the news was 
true and it hit me hard. Even today I'm 
still shocked and saddened after Iwata's 
passing - I'm afraid I can no longer say 
Iwata's meme-worthy phrases without 
feeling sad. Still, life goes on and we 
must be strong for Iwata and remember 
him for his contributions. 

May you rest in peace, Iwata-san. 

- ALBERTO VILLASENOR 


Cheesy as it is, my best memory of Mr. 
Iwata was the great fan support that 
was shared the day after he passed 
away. July 12, 2015 was truly the day the 
whole Internet came together and said, 
"We understand." - JAKE RAST 


I slowly warmed up to Nintendo in 1987 
after being introduced to the system 
solely responsible for returning the 
video game industry back to its 
premiere level, and in these nearly 30 
years I've watched them have many ups 
and downs - but I'm especially thankful 
for Satoru Iwata. 

| first heard of Mr. Iwata, like most 
fans, in 2002 when he was named by 
Mr. Yamauchi to be his replacement as 
President of Nintendo. This was a time 
of unrest for most Nintendo fans, as we 
were watching Nintendo fight a losing 
battle with Microsoft for second place in 


| never cared much for Mr. Iwata (or other big businessmen in 
the industry), but that all changed when I saw his appearance 
on Game Center CX - it became so clear why there's such 
magic in Nintendo products! He was a real gamer, in the 
broadest and kindest sense of the word. Seeing him talking 
about how he programmed Balloon Fight (by himself!) and 
challenging himself to play it over 30 years later is amazing 
and super fun. That's exactly the kind of guy | want to see 
running a video game company. - LEONARDO BANDEIRA 


MAD -) 
2598 BOX 


10-9774 31043] 


I'm so thankful that you pointed this out! For anyone unaware, Game Center CX is the Japanese TV series 
in which comedian Shinya Arino plays seriously difficult old-school video games — badly - and his many 
failures are broadcast for laughs. When Mr. Iwata appeared on an episode to play Balloon Fight along with 
the "Kacho," though, he got insightful and introspective in talking with Arino about his love of games. It's 
a must-watch, and a quick Google or YouTube search is all you need to track it down. So please do so! 


the console arena. I thought for sure this person who 
was replacing Yamauchi would be the final president 
while Nintendo was making hardware, and that it was 
inevitable Nintendo would follow Sega into the third- 
party developer department. Thankfully, Mr. Iwata 
had other plans! 

It was shortly thereafter that the Nintendo DS was 
announced and launched. This was the true beginning 
of the Iwata Era for Nintendo - a direction so vastly 
different than was sailed prior that many wrote the 
system off as a lackluster, inferior product to Sony's 
upcoming PSP. But I was optimistic. It did play all 
Game Boy Advance games after all (albeit in single- 
player form). The launch of the DS showed Iwata's 
thinking outside the box, however. It was this same 
premise that led to the following console using 
motion controls, and bringing Nintendo back to the 
forefront of living rooms across the country. 

His tenure may have been short, but the legacy he 
leaves is long. There are now three eras in Nintendo's 
past: The Card-Making Era from the 18805; the 
Hiroshi Yamauchi Era which led to making video 
games; and the Satoru Iwata Era, which showed fans 
that companies really can rise to prominence again if 
the right people are put in charge of them. 

Thank you, Mr. Iwata. | may never have met you in 
person, but your fun-loving nature showed through in 
the dozens of Nintendo Directs | watched over the 
years. It was a sad day in history reading of your 
passing. - JAMES CLARIDA 


| knew there was something special about the games 
Mr. мага had put his personal touch on, but for 
years, | couldn't put my finger on it. | always felt 
really good after playing them, even if it was just a 
quick round of Rollerball or Kirby's Pinball Land. The 
hundreds of hours I put in to Pokémon Silver and 
Crystal because I, like millions of other kids, wanted 
to fully explore both Kanto and Johto. The time and 
energy Mr. Iwata devoted to helping make sure 
Pokémon's Generation 11 could not only make it to 


market, but also be packed with additional content, is 
but one example of the powerful force for good that 
he ма... no, is. 

We as Nintendo fans can carry on that same level 
of enthusiasm and energy in doing good that Mr. 
Iwata possessed. Being kind to each other, sharing 
things we enjoy . . . now I understand. - KERRI 
COOLEY 


The best way I think any of us Nintendo fans could 
describe Satoru Iwata is as everyone's favorite uncle; 
the one you only got to see on special occasions like 
Christmas or Thanksgiving, but who would make up 
for it by making sure that day was the best day ever; 
always with a new toy or a fun story to tell. That was 
the hat he wore in Nintendo Directs, like all game 
execs nowadays try to wear at conferences - but Mr. 
Iwata was the only person that seemed to fit that hat. 
He wasn't just a businessman, just picked out from a 
shoe or shampoo company like so many other execu- 
tives. He was a man who started at the very bottom 
in what could generously be called the third trimester 
of a nascent art form that he was so passionate about 
that he risked losing his family ties for it, and worked 
his way to the top of the mountain through sheer 
talent and ingenuity. 

If Gunpei Yokoi was the Ub Iwerks of video games, 
then Iwata was Tex Avery; a pioneer of his field who 
knew the ins and outs of the entire operation, but 
only cared about how he could have fun with it, 
because he knew then that others would, too. That's 
what separated Satoru Iwata, and what separates 
Nintendo as a whole from the rest of an industry 
mired in controversy and pettiness: a simple desire to 
have fun. And it wasn't just through games; the 
Directs showed us a man who genuinely loved 
bringing happiness and excitement into the world. A 
man who would make his own catchphrases, do fruit- 
based prop comedy, engage in CGI fights of profound 
levels of ridiculousness and even turn into a Muppet 
rabbit, because he knew the best marketing strategy 


is to laugh with your audience. But none of those 
examples so encapsulate Satoru Iwata as his last 
physical appearance to us, the gamers, last April 1. 

To look back and see the giddiness and excitement 
present in the beginning of that Direct is the greatest 
bittersweetness we will hopefully ever endure, 
because І don’t want to think about the ironic tragedy 
that could top it. To hear Mr. Iwata first reveal the 
Smash Bros. Fighter Ballot - а global forum for all 
Smash fans to say who they want to join the battle so 
that they knew their voices would be heard - is like 
seeing a school boy show off his prized pet horn- 
beetle to his friends, or a father’s joy when he brings 
in a puppy on Christmas Day and sees his children’s 
excitement. It’s a combination of pride and happiness 
that oozes out of him, despite the language barrier. 
To see that much happiness now, on the face of a 
man whose days were numbered, whether he knew it 
or not, now will cause the most stone-faced to see 
only a rainstorm. The loss of that happiness is what 
causes us to weep. 

| did not know Iwata personally. Very few of us did. 
Then again, with how rarely we see that favorite 
uncle, we never really get the chance. | cannot say | 
will miss Satoru Iwata, the man, because | did not 
know the man, only a lucky few did. Who | will miss is 
Satoru Iwata, the game designer. The legend who 
made Balloon Fight, programmed the adventures of 
Kirby and Ness, brought back Kanto and saved the 
Melee at the last second while preparing to become 
CEO of the company that brought gaming back from 
the brink and revolutionized it. 

Satoru Iwata was not a man to me; he was much 
more than that. To thousands around the world and 
in the gaming industry, he became legend. A man 
with power, the skills to back it up, but the all-too- 
rare humility to admit that he was, paradoxically, just 
a man with flaws like the rest of us. And legends do 
not die! They ride the Rainbow Road into eternity! 

Thank You, Iwata-san. For all the smiles. And 
tears. - ZACHARY CZARNECKI 
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In the days following Mr. Iwata's passing, the artistic members of the 
gaming community came together to memorialize him in every way 
imaginable. Here are just a few of the hundreds of works created. 


Satoru Iwata 
1959- 2015 


x 
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SATORU IWATA 


1959-2015 


- BEN HUBER 


- UGUUBEAR 


- MARZY MARRS - JOEY MOLINARI & NATHAN WOLF - ETERNALEGEND 
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S&toru Iwa.tà 


1959 - 2015 


- ALBERTO VILLASENOR 


-VERNA-C 


- SONJA VAN VURE 


THE PLAYER'S POLL 


Thank you to everyone who submitted their written memories and illustrated 
tributes to Mr. Iwata. We paused our Player's Poll contests last time to focus on 
taking in those submissions, but, as promised, the Poll's now back in action. АП 
you have to do is write in and answer the following three questions - if you do, 
you'll be entered to win a new Nintendo game of your choice, paid for by us! 
(And you may see your responses printed in next issue's Inbox too! 


QUESTION #1 QUESTION #2 QUESTION #3 


Making, or Playing? If you've Star Wars, Star Trek or Star 
picked up Super Mario Fox? If you had to pick only 
Maker, let us know which one, which would it be, 
you prefer! and why? 


Of the upcoming Wii U and 

3DS games that have been 

announced, which one are 
you most hyped for? 


Send your answers to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #17" – and good luck to you all! 


NINTENDO PRESIDENT SATORU | МАТА 


HAS PASS E D AWAY He was 55 years old. 


FROM OUT OF nowhere came the 
news that shook the world of 
Nintendo, and indeed the entire game 
industry as a whole, to its core: Satoru 
Iwata, President and Chief Executive 
Officer of Nintendo Co., Ltd., had 
passed away at the age of 55. 

On July 11, 2015, Mr. Iwata suc- 
cumbed to the growth of a tumor 
within his bile duct. The emergence of 
this growth first occurred more than a 
year prior, causing the company head 
to miss attending the 2014 Electronic 
Entertainment Expo (E3) - and news 
that he would undergo surgery to 
remove the tumor soon followed. 

"In general, it is said that a bile 
duct growth can be difficult to treat, 
partly because of the difficulty of 
detecting it early," he wrote in a letter 
to shareholders to alert them of his 
impending absence from the 74th 
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Annual General Shareholders Meeting. 
"In my case, luckily, it was detected 
very early and I had no symptoms." 

The surgery was successful and all 
was thought to be well, though Iwata 
would re-emerge during a November 
Nintendo Direct a slimmer and paler 
man. Despite the weight loss, Iwata 
proclaimed that he nonetheless felt 
healthier as a result. 

Throughout the months that 
followed, Mr. Iwata persisted in his 
fight to survive against the conditions 
that continued to plague him, includ- 
ing a suspected bout with influenza. 
Then, for a second straight year, it was 
revealed that he would not attend E3 
in Los Angeles. At the time, Nintendo 
stated that the purpose behind his 
decision to remain in Japan was to 
focus on other areas of their business 
that required his presence there, 


though he would be in "constant 
contact" with the away team consist- 
ing of Senior Managing Director 
Shigeru Miyamoto and other develop- 
ers and executives. 

At some point following a share- 
holders' meeting on June 26 - less 
than a week after E3 2015 had con- 
cluded - Mr. Iwata fell ill once again, 
as his issues with bile duct tumors had 
apparently not been resolved by his 
surgery after all. 

The impact Satoru Iwata has left on 
the world of video gaming can be felt 
far and wide, and this was never more 
apparent than in the hours and days 
following the news of his passing. Even 
rivals and competitors in the field 
made their sorrow at this turn of 
events known to all: "He has given a 
great contribution to the development 
of the gaming industry," stated 


President of Sony Computer 
Entertainment Worldwide Studios, 
Shuhei Yoshida, on Twitter. "I will pray 
for Iwata's soul." 

"Sad day for Iwata-san's family, 
friends and gamers everywhere," said 
Phil Spencer, head of Xbox, on his own 
Twitter account. "His passion, creativ- 
ity and leadership elevated our 
industry." 

Flags at Nintendo's headquarters 
flew at half-staff on July 13, as the 
company conducted a moment of 
silence by going quiet on all of their 
social media channels for the duration 
of the day. Colleagues, coworkers and 
fans alike all grieved in their own 
ways, from sharing what an inspira- 
tion Mr. Iwata had been to them as 
gamers and as professionals to 
reciting famed quotes from the former 
president to creating fan art of him 
continuing to live on alongside the 
many characters he helped bring to 
life in the hearts and minds of us all. 


In Russia, fans took to the Japanese 
embassy in Moscow to convert a small 
information table into a makeshift 
memorial site for Iwata. There, they 
left a host of flowers, photographs, 
candles and messages for the dearly 
departed. 

Elsewhere, the Nintendo World 
Store in New York City played host to a 
similar memorial, with fans far and 
wide coming out to write messages in 
a number of guestbooks for the 
occasion, as well as leaving a wide 
range of gifts including drawings, a Wii 
Remote inscribed with a message in 
Japanese, Perler bead artwork and 
even bananas to represent one of Mr. 
Iwata's most popular running gags 
from the Nintendo Direct video series. 
Fans also visited NOA headquarters in 
the city of Redmond, Washington, to 
leave tributes. 

In addition to reporting the news 
surrounding Iwata’s passing, news 
outlets both video game-centric and 
otherwise hailed the many great 
accomplishments that he was credited 
with throughout his 35-year career at 


HAL Laboratory and Nintendo. 

Hours after Nintendo made the 
official announcement, further news 
was made by the emergence of a 
rainbow over the company's Japanese 
headquarters in Kyoto. In a moment of 
inspiration that would no doubt have 
made Iwata himself smile, fans 
dubbed the colorful spectrum the 
"Rainbow Road to Heaven." 

On July 16 and 17, memorial 
services were held for Mr. Iwata in 
Kyoto, Japan. There, Nintendo esti- 
mates that around 4,100 people 
showed up over the course of two days 
(2,600 the first; 1,500 the second) to 
pay their respects and say their final 
farewells as they passed by his coffin, 
undeterred by heavy rains brought on 
by the nearby Typhoon Nangka. 

In the wake of Satoru Iwata's 
passing, Nintendo appointed both 
Shigeru Miyamoto and Genyo Takeda 
to jointly fulfill Mr. Iwata's duties on a 
temporary basis, until a decision was 
made about who would become the 
next President. You can read more on 
who was chosen on Page 12. 


MR. IWATA’S EULOGY 


As delivered by Genyo Takeda 
at Mr. lwata’s funeral on July 17. 


AS WE GATHER here today for a joint funeral with Nintendo Co., Ltd. 
and Mr. Iwata's family, | would like to share my heartfelt condolences. 
President Iwata, allow me to call you Iwata-san, just as | always used 
to. 

Iwata-san, you left us far too soon. Having just chaired our share- 
holders' meeting the other day on June 26, the news of your sudden 
death has left all the employees overcome with a deep sorrow. The late 
Yamauchi-san passed the baton to you in naming you the president of 
Nintendo in 2002, and the two Senior Managing Directors of the 
company, Shigeru Miyamoto and 1, have been assisting and working 
alongside you. Being rather short-tempered myself, the thing that | am 
most deeply struck by is that you were a true leader in every sense of 
the word, overflowing with compassion for people. You always main- 
tained a two-way dialogue, even with the next generation of employ- 
ees, or with much younger members of the development and 
marketing teams, or with employees outside of Japan whose different 
customs and cultures can make communication challenging - some- 
times even admitting your own mistakes to them. You demonstrated 
this through your belief that people could eventually come to under- 
stand one another, and your strong conviction that the best way for us 
to grow is through patient communication, even if it took several times, 
a dozen times or even seemingly endless discussion. 

You succeeded in planting the seed in employees' hearts that, in 
order to solve an issue, there is a fundamental cycle whereby you make 
a hypothesis, execute the plan, see the result and then make adjust- 
ments, and by which you have caringly nurtured these seeds to sprout 
and mature into plants. 

until now, our successors and the younger generation would take a 
few first steps and then look back at you for guidance because they 
could not tell if they had chosen the right path. Today they cannot ask 
for your guidance anymore. 

However, | am sure that they have already made the firm determi- 
nation that they will continue on their own, making the hypothesis, 
executing the plan, seeing the results and reflecting on the results to 
improve and adjust by themselves. 

In the face of your unbelievable passing, it will surely take some 
time before we can emerge from this deep sorrow. Please know, 
however, that the seeds you have planted and the plants that have 
sprouted will put forth small flowers as they bring smiles to the faces 
of people around the world, blossoming into a grand flower bigger 
than even you, our leader, Iwata-san. Together with Miyamoto and 
others of our generation, we swear in our hearts that we will continue 
our efforts so that, someday, we can report and present to you the 
blossoming of these flowers. May you continuously watch over and 
guide us managers, our employees and your family. 

On behalf of all of us, | would like to offer my heartfelt condolences 
and sincerest prayer. 

May you rest in peace, Iwata-san. 
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TRICK OR TREAT! 


Why not quest for candy in a video ис ҖЕ / / 
game character costume this Halloween? | ; ^ 


WHO WILL YOU be this year for Halloween? It's never been a better time to show your Nintendo gaming love | + 

for the spooky holiday, or even for cosplaying. While Mario-related costumes have been around а while, new outfits )*€ — 
from a company called Disguise are available this year - masks of Mario, Luigi, Toad and Yoshi add authenticity, and ^ 

Peach's crown and gloves also help create the proper royal look. There are even new deluxe Bowser and Yoshi b 

costumes out this year, which look great. The shells are a bit small for my taste, but the heads look amazing and can 

be purchased separately. A new "Mario riding inflatable Yoshi" costume is also available, and while it's cute, it ends 

up looking weird because Mario's legs are too small and Yoshi's are too large. ~ 

Also new this year are official Link and Mega Man costumes, 
as well as several Pokémon costumes to consider. Link can get 
expensive, as the base costume only covers his tunic, belt and 
hat at around $35. A deluxe version (nearly $70) will add some 
detail and some boot covers, but the sword and shield will be 
separate at $20 each. (Still much better than previous unofficial 
prices.) Considering the complexity of the character, this isn’t 
surprising. 

Mega Man is similar, but a plush helmet and buster cannon is 
included with his outfit. The child version is $55 and the adult 
version is $69 - only at halloweencostumes.com - and consid- 
ering just the helmet and buster sold previously for around that 
price, that’s a good deal. A new Ash costume includes a great 
mask, and Pikachu, Charizard, Squirtle and others are always 
on offer. Don’t forget Sonic and Pac-Man costumes as well! 


ANNIVERSARY AUTOS 
Hot Wheels, leading the way! 


THERE HAVE BEEN Mario-related Hot Wheels cars before, 
but Nintendo and Mattel have renewed the old partnership to 
celebrate Super Mario Bros.’ 30th anniversary. The two compa- 
nies have decided to focus on Mario's earlier work, not straying 
past 1992. The original NES classic is overlaid onto a dairy 
delivery truck, whereas Super Mario Bros. 2 and 3 are on a 
"Cool-One" and "School Busted," respectively. Even Dr. Mario is 
featured on an eight-crate delivery car, rounding out the 
Mario-themed NES games. SNES is represented by Super Mario 
World on a Volkswagen ТІ Panel Bus and Super Mario Kart on 
an "A-OK." While the vehicles don't really relate to the source 
material and may even seem like odd choices, the nostalgia 
factor inspired by the iconic art from these games will make 
this set hard to pass up at retail, starting in October. 
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MORE NINTEN-DOROIDS 
The collaboration continues with more iconic heroes. 


WE'VE WAITED A long time, and now we're finally seeing pre-orders for the Majora's Mask Link, 
Kirby, Marth and Mega Man Nendoroids. Good Smile certainly takes their time with these amazing 
figures, and the price tag reflects that. Each is around $50, but comes loaded with accessories. 
Link doesn't stop with just а Kokiri Sword and Hero's Shield - he brings the fairy Tatl, a potion, four 
masks and his Bunny Hood too. (And, yes, among those masks is Majora's Mask and all the trans- 
formative masks Link uses in the game.) Kirby packs plenty as well, including his Sword and Fire 
hats and the Star Rod. (A special pre-order will also net you the Maxim Tomato.) Mega Man will 
come with two buster effects and an E Tank, while Marth wields his Falchion and the Shield of 


1 0 ISSUE 417: ТНАМК YOU, МЕ. IWATA Seals (a.k.a. the Fire Emblem itself). АП of them arrive іп January 2016, so save that holiday cash! 


| Collector's Corner is compiled by Brett Martin, the world record holder 

-for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


CHOCO MARIO 
Egg-citing figures in Japan! 


FURUTA HAS PRODUCED arguably the 

best and certainly most complete collection of 
Mario-related figures to date, and they have 

now expanded that collection with the new 

Super Mario Bros. 30th Anniversary set. Coming 

off the most recent set featuring characters from 
Super Mario 3D World, this set will focus on more 
classic characters. Each figure in the set of a dozen 
comes in a capsule encased in a chocolate egg. Once 
you eat the surprisingly good chocolate and open the 
capsule, you can assemble the figure inside. (It's fun 

to see how they fit them in.) Keeping with the 

tradition of previous sets, there are two similar 

figures with a different paint job - in this case, it's 
Mario holding a present with a red or green bow. There 
are also traditionally two figures on top of a brick, seen 
in this series with the Super Leaf and Little Mario. 
Enemies include Buzzy Beetle, Spiny, Thwomp, Monty 
Mole, Bob-omb and even a redesigned Sledge 

Brother! I'm really surprised several of those hadn't 
been released in previous sets! Luigi, Raccoon 
Mario and Yoshi round out the set. These are 
only available in Japan, but several online 
import shops will ship a case or even an 
entire blind box to your door. 


META KNIGHT АТТАСК5! 


Dream Land’s anti-hero takes flight as a First 4 Figure. 


FIRST 4 FIGURES’ Kirby statues have shipped, and pre-orders are now being accepted 
for the next statue in the line: none other than Meta Knight. This statue has the mysteri- 
ous spherical anti-hero swooping in with a gliding pose, showing his wingspan and attack 
power. Even in this pose, the figure is still huge at 16 inches tall, and he'll be in-scale with 
the previously released Sword Kirby statue. In fact, the two could conceivably be posi- 
tioned together to suggest a swordfight in progress, as Meta Knight's brandishing Galaxia! 
The regular version is limited to only 1,000 pieces worldwide and will retail at $240 — 
but for just $20 more, you can own the exclusive version, which includes LEDs in the 
flames on the base, creating a dynamic effect. (The exclusive also holds one more secret: 
GLOWING EYES!) This will surely be an eerie sight to see in Spring 2016! 


‚атпоо: 
ОРОАТЕ 


HOW HAVE YOU been doing with your ат Бо collect- 
ing? Super Mario Maker's release day was busy for collec- 
tors, as Nintendo launched seven new amiibo alongside 
the new title. Classic 8-bit Mario and a new 30th 
Anniversary "Modern" Mario were among them, both 
having a cool, trippy effect in the new game. Bowser Jr. 
was exclusive to Toys Я Us, Dr. Mario was only at Target 
and Ganondorf, Zero Suit Samus and Olimar completed 
"Wave 5B." Mr. Game & Watch, Duck Hunt and R.O.B. were 
released together only at GameStop in North America - 
but separately in other regions, leading to some grum- 
bling (followed by importing). Hardcore collectors who 
want a Famicom-colored R.O.B. will have to wait until 
October 29 for him to launch overseas. 

Next up after this issue goes out the door will be Chibi- 
Robo! Zip Lash and the great new amiibo for that game on 
October 9. Six days later, we'll see the three Yarn Yoshis 
launching - Green, Pink and Light Blue. Looking further 
ahead, the start of November will bring us the Mii Fighter 
trio, and then mid-month has Mewtwo, Falco and the fan- 
tastic "Mega Yarn Yoshi" plush amiibo. The gigantic plush 
amiibo will be $40 and stand around seven inches tall. His 
functionality will be the same as the regular yarn Yoshis, 
but his huggability is exponentially higher! 

As a nice surprise, we also found out recently that the 
first third-party amiibo will be none other than Shovel 
Knight, and he's set to strike the earth on November 27. 
That's 21 amiibo to collect before December, and that 
doesn't include the Animal Crossing cards or the set of 
eight amiibo releasing for that franchise this holiday! The 
first AC card packs will arrive alongside Animal Crossing: 
Happy Home Designer on September 25, with new cards 
releasing throughout the year ahead. (If anyone remem- 
bers e-Reader cards and how hard some of them were to 
obtain, the nightmare may now be reoccuring.) Nintendo 
has said there will be hundreds of cards to collect, and 
looking at all of the critters in the Animal Crossing 
universe, that's easy to believe! For the budgeters out 
there, that's about $430 (before tax) for all the "normal" 
amiibo between now and Christmas, and then add in the 
cards at around $1 a piece (assuming you get no doubles 
when opening the blind packs). After all of this, though, 
the only characters left in the massive Super Smash Bros. 
series are Lucas, Roy and Ryu . . . at least, those are the 
only ones left that we know of right now! 


SHOVEL iw 
KNIGHT, ски 


SHOVEL KNIGHT; 


MR. МАТА 5 SUCCESSOR 


Tatsumi Kimishima steps up as President. 


AFTER A PROCESS of decision-making that took about two 
months, Nintendo named the executive who'd be stepping up to 
take on Mr. Iwata's role as President of the company: Tatsumi 
Kimishima. The announcement went out on September 14, and Mr. 
Kimishima started work in his new position two days later. 

If you're unfamiliar with his name, that's understandable - 
though he's been with Nintendo for years, he's never been much 
of a public figure. His most prominent past role was when he 
served as President of Nintendo of America for a span of four 
years, covering most of the GameCube era from 2002 to 2006. It 
was when he left that position that Reggie Fils-Aime was chosen 
to succeed him, and Reggie's continued in that capacity for nearly 
a decade now. 

Interestingly, Mr. Kimishima's promotion has been accompa- 
nied by a fairly significant restructuring of much of Nintendo's 
flowchart of leadership. Genyo Takeda and Shigeru Miyamoto, 
who had filled in as co-leads of the company on a temporary basis 
for the two months following Mr. Iwata's death, will continue to 
have significant voices in two newly created roles: Mr. Takeda is 
now Nintendo's "Technology Fellow," while Mr. Miyamoto is the 
"Creative Fellow." Together with Mr. Kimishima, they'll lead the 
company with a teamwork-based approach. Nintendo's statement 
on the shift is that they're seeking to future-proof the company 
and protect against leadership being disrupted if, unthinkably, 
tragedy were to strike again. 


These structural changes are wise, 
- and | appreciate that the company 
Ст tookacareful amount of time before 
choosing Mr. lwata's successor. 


- LUCAS 


Yeah! 
Pokémon GO looks like 
it’s going to be a blast! 
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POKÉMON IN THE REAL WORLD 


It’s time to catch ‘em all again - but this time, outside! 


FOCUS YOUR EYES, then look there in the shadow . . . hiding in the foliage! Is it? Could 
it be? Yes, it's a Pikachu! Time to get your Poké Ball ready to toss! 

Such may soon be our real world reality, as the upcoming Pokémon GO game will let 
Pokémon Trainers around the globe seek out and find monsters hiding outside. 
Everywhere. In the real world, really! 

Now, of course, the Pokémon aren't going to be visible with the naked eye - Pokémon 
GO is not the work of mad geneticists who have somehow bred real Pocket Monsters and 
unleashed them around the planet. But you will be able to see them by using your smart 
phone equipped with the Pokémon GO mobile app, which will allow you to view your sur- 
roundings with the power of augmented reality and make visible any Caterpies, Rattatas 
or Charizards that might just happen to be lurking unseen in your immediate vicinity. 
Once you've tracked down a Pokémon, you'll then be able to try to battle and catch them 
with an inventory of virtual Роке Balls the app will keep stocked for you. 

The experience doesn't take place entirely on your phone, though, as a special piece 
of hardware called the Pokémon GO Plus will also play a role (optionally). It's a small 
wearable device that looks appropriately like a cross between a Poké Ball and a map 
locator pin. Keeping it on your person when you're walking out and about outside 
will ensure that you're ready to receive alerts when you're getting close to a 
hidden, wild Pokémon. (So you're not constantly staring at your phone 
screen while walking around. Nobody ever does that, right?) 

The game is a joint collaboration between Nintendo, 

The Pokémon Company and Niantic Labs, a studio that 

until very recently was owned by Google. During their 
time there, they created a similar "get outside and 
travel to these specific locations" game called 
Ingress, and it's gained a huge following. 

Even more interesting? This was one of the 
many projects that Mr. Iwata was still actively 
working on when he passed away. He may be 
gone now, but he had so many irons in the fire 
that it's going to be years before his guiding hand 
is no longer seen in new games and products. 

Pokémon GO is currently scheduled to be 
released in early 2016, so make sure your mobile 
phone's up to date and ready for it! You'll want to 
get in on the ground floor, because there will be 
big group gatherings to participate in too! 


Unyeah... 


l'll most likely need a new 
шие се! phone to run it. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


WE GAVE YOU a look at this new sidescrolling adventure 
starring everyone's favorite little housekeeping robot in our last 
issue, and shortly after this one goes out the door, it'll be 
showing up on store shelves. It's being sold in two forms: the 
game alone, and a bundle that contains the highly sought-after 
Chibi-Robo amiibo (which is basically life-size). It's sure to be a 
rare amiibo in the long run, so grab one early if you want one! 


ZIP LASH 


AT LONG LAST, the cuddliest, cutest, most тамырым ра үүт 
huggably snugglable new Yoshi game is finally К, ч = 
going on sale in North America soon. (October 16.) 

Lucky Yoshi lovers over in Europe have been 

enjoying this adventure since way back in June! We 

ran our review of this one already, in our last issue 

- so flip back into its pages to give it another read! 


THE EXCELLENCE OF October will continue with the release 
of the new The Legend of Zelda: Tri Force Heroes on October 23, 
just about a week before Halloween - which is appropriate, 
since a key feature in this new adventure is the fact that Link 
(and his two clones) dress up in lots of different costumes to 
activate different gameplay abilities. We'll have a triple-view 
review coming your way in our next issue, so stay tuned! 


AND IF YOU'RE in the mood for more Halloween- 
appropriate gaming (and want something a little 
creepier, instead of focusing on colorful costumes), 
the new Wii U Fatal Frame sequel will also be going 
on sale a week before the holiday. Interestingly, 
though, it won’t be on store shelves in the States! 
You can read more about that on Page 18. 


FA FAET R YN E 


of. Black ck Water 


AND HEY, WHO says the Halloween fun has to end at the end 
of October? Yo-kai Watch will keep its spirit alive on November 
6, as its ghost-hunting adventure full of playful specters materi- 
alizes in retail locations around North America. (Yes, yes, the 
official line is that Yo-kai aren't ghosts . . . but they're totally 
ghosts.) Check out our new preview on Page 36, and catch the 
cartoon series on Disney XD beginning October 5! 


IT'S BECOME AN annual tradition for Nintendo to 
save a couple of heavy hitters to release together 
the week before Thanksgiving. In 2013, it was Super 
Mario 3D World and The Legend of Zelda: A Link 
Between Worlds. Last year it was Super Smash 
Bros. for Wii U and Pokémon Omega Ruby & Alpha 


Sapphire. This year? The honored position was 
going to be shared by Star Fox Zero and Pokémon 
Super Mystery Dungeon, but just as we were finish- 
ing this issue, Star Fox Zero got delayed into 2016. 
Will another game step up into the gap now? Mario 
Tennis: Ultra Smash? Xenoblade Chronicles X? 
Animal Crossing: amiibo Festival? Or none at all? 


jm » 
DID YOU CAST your final votes? The Smash Bros. 
Fighter Ballot's last day for taking in your suggestions 
for which video game characters you'd like to see 
added as future DLC Smash fighters is October 3 - 
which means, depending on when you're reading this, 
you've either got precious little time left . . . or you've 
already missed your window. But, hopefully, you voted 
months ago and don't have to worry about that 
deadline either way! Now that the Ballot's wrapping 
up, it's all going to be a waiting game as we anxiously 
await the final word on how the vote totals turned out. 
Which character will win? Will it be an underappreci- 
ated mascot already owned by Nintendo, like King K. 
Rool? Will Shovel Knight dig his way into the line-up, 
bolstered by the launch of his new amiibo? Will a char- 
acter we totally neglected in our Issue #15 prediction 
feature swoop in and make us all look silly for forget- 
ting them? (Like Shantae? It's totally going to be 
Shantae now, isn't it?) While we wait, Nintendo's got a 
few more DLC bits to sell us, like the surprise Super 
Mario Maker stage seen below. It's different every 
time you play, and it drops on September 30! 


With so many parts and layouts, the 
sky is the limit for the stage design! 


Fox, say it ain't so! | suppose the 
final game will only benefit from 
having a bit more development 
time, but | was definitely 
looking forward to flying that 
new shapeshifting Arwing 
before the end of this year. 
Hopefully the other 

games will make 

up for its delay! 

- LUCAS 
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LEAVING A LASTING LEGACY 


A reflection on the Importance of preserving classic games - featuring Mega Man. 


SITTING NEXT TO my desk is a CRT 
TV. It's big. It's heavy. It takes up a lot 
of space and | don't even use it that 
often – but | keep it around because, 
without it, | wouldn't ever be able to 
play Duck Hunt again. 

Nintendo offered us a Virtual 
Console version of that Zapper classic 
last December, but it just wasn't the 
same - the actual light gun was built 
to work only with the television tech- 
nology of the '80s. No CRT? No Zapper. 
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That situation's just one of many 
l've been thinking about in the weeks 
since Mr. Iwata passed away. A natural 
response for people hearing about his 
death was for them to go back and 
play the many classic games he had a 
hand in creating - and most of those 
people probably turned to modern 
Virtual Console re-releases to do that, 
rather than finding and firing up an 
actual Balloon Fight cartridge, or an 
original Game Boy for Kirby. No, if 


these games are going to live on, it's 
going to be through digital re-issues of 
them. 

And that presents a few problems. 

There's hardware incompatibility, 
as illustrated by Duck Hunt and other 
light gun games not working on newer 
TVs. There's an availability issue, in 
that not every old game from past 
systems gets selected for re-release 
on the Virtual Console or any other 
format. Then there's faithfulness to 


the source material to consider - even 
when a game is brought back and 
seemingly functions fine on a new 
system, it's still not really recapturing 
the feeling of playing it in its original 
context, years ago. 

Mega Man Legacy Collection is 
attempting to address as many of 
those problems as possible. This new 
compilation of the first six Mega Man 
games from the NES has already 
launched on PC, the PlayStation 4 and 


Xbox One, and it's on its way to 305 in 
2016. (The Wii U is, sadly, missing out 
on this particular repackaging.) 

The key word with this project is 
"Legacy," as I think the developers at 
Digital Eclipse (who are handling this 
game for Capcom) have picked up on 
what's going to become more and 
more of a problem for our community 
as each new year comes and goes: The 
further and further away we get from 
the days when these games were first 
released, the more and more difficult 
it's going to be to keep presenting 
them faithfully. Aging fans want to be 
able to keep playing the games we 
loved as kids forever, and younger 
gamers need to be able to see and 
appreciate where enduring icons like 
Mega Man, Mario and Link got their 
starts. Faithful preservation is key — 
otherwise these games will just fall 
into fading memory (as many lesser- 
known titles from our hobby's early 
days sadly already have). 

To combat the problem of 
hardware incompatibility, Digital 
Eclipse has not just ported these six 
vintage Mega Man adventures to PC, 
PS4, Xbox One and 305. Rather, they 
instead have developed a new "Eclipse 
Engine" and ported the games to it. 
Then it's the engine itself that's ported 
to new hardware platforms — bringing 
with it instant compatibilty with any 
games that have been remade in it. 
Why is that important? A good place 
to look is the current quantity of VC 
re-releases on 3DS and Wii U, which is 
still far smaller than the library made 
available on Wii — even though they're 
mostly the same selection of titles. 
That's because for a game to come to 


ШІ 


ЖЖ, 


ГОО 


{һе 305 or Wii U VC format, it has to 
be specifically ported to it — it can't 
just be brought over from the Wii 
version with a snap of the fingers. 

With the Eclipse Engine, though, 
the aim is to make future ports pre- 
cisely that simple - so the Legacy 
Collection could conceivably be easily 
moved to Nintendo's NX, or Sony's 
future PlayStation 5, or even a system 
that won't be developed until decades 
down the road. We obviously can't 
know right now if that goal will be ful- 
filled in the long run, but the aim of 
creating future-proof ports now is 
immediately admirable. 

The availability issue can't be 
solved entirely by a development 
team, as the platforms any game ends 
up getting to appear on are often 
decided by executives instead – but 
since Legacy Collection is getting a 
portable version for the 3DS, it goes to 
show that the project was also con- 
ceived to allow the final product to 
function on either large or small 
screens. So if the industry continues 
on with home consoles hooked up to 
TVs, the game's ready. If things shift 
entirely to portable and mobile plat- 
forms, it's still ready. 

The screenshots you see above and 
below all come from the home console 
version of Legacy Collection, by the 
way. (Digital Eclipse hasn't yet shown 
off any 3DS-specific screens.) Even 
without seeing exactly what the game 
will look like on the handheld yet, 
though, you can see clearly the devel- 
opers' approach to addressing that 
third issue: faithfulness. 

Old Mega Man games just aren't 
going to look the same on modern TVs 


as they did in the late '80s and early 
"905, but to try to recapture that spirit 
as much as possible, there are several 
different visual options. You can view 
the games either windowed in the 
middle of the screen (reflecting their 
exact pixel resolutions), or you can 
have them expanded to fit fully verti- 
cally on the display. You can choose to 
frame the gameplay area with period- 
appropriate promotional art of Mega 
Man and his friends and enemies, or 
you can just have black bars on the 
left and right. You can even overlay a 
couple of graphics-altering filters on 
the gameplay itself, to make the 
games look as if they're being played 
on an old, burned-in screen the likes 
of which you would have seen running 
on an arcade machine at a Pizza Hut 
in 1989! (Nintendo's picked up on that 
idea too, as a similar effect is in Super 
Mario Maker when you use the 8-bit 
Mario amiibo. Or the code you can see 
on Page 33.) 

So each of the problems that have 
given me pause when thinking about 
the digital future of some of my 
favorite old games have been consid- 
ered here - but the Legacy Collection 
doesn't stop there. It takes the next 
step of supporting and surrounding 
the games themselves with tons of 
collected concept art that offer new 
insight into the development of each 
game. And then it takes another step, 
offering remixes of the gameplay 
through a Challenge Mode that strings 
together different segments from 
each of the six titles to create new 
spins on the old classics, or just takes 
you directly into key moments like the 
battle with the Yellow Devil. (No need 


to fight all the way to him! You can 
just pick to jump into his fight from 
the menu!) 

One immediate criticism that many 
fans have lobbed at the Legacy Collec- 
tion is that it doesn't represent the 
complete Classic Mega Man series, in 
that it stops at Mega Man 6 - leaving 
7, 8, 9 and 10 out of the mix. Those 
later games were all released on later 
platforms, though, and the process for 
getting them ported into the new 
Eclipse Engine must have been a bit 
too daunting to attempt from the 
beginning. І accept the dev team's 
decision on this count, as, like them, 
I'd rather have a perfect selection of 
the first six games preserved than a 
lesser, compromised compilation that 
included the non-NES titles too. 

Another thing Legacy Collection 
doesn't do is fundamentally alter any 
aspect of the games' gameplay - 
meaning that there aren't any new 
playable characters inserted here, or 
time-traveling twists like letting you 
use the charge-up Mega Buster in the 
first three games. That, | would have 
liked to see - but the strict and 
uncompromising goal here has been 
just to preserve the legacy; just to 
present the games as they original 
were, years ago. 

I can't fault them for that. | look 
forward to playing the 3DS Collection, 
and I'm hopeful that, if it's a success, 
it'll inspire more creators to think 
about the legacy they'll leave behind 
through their games, when they're 
gone. And for them to take steps now 
to ensure that those games will still be 
able to be enjoyed years, and even 
decades, down the road. - LUCAS 
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А LONG-AWAITED Wii U DEBUT 


Minecraft: Story Mode brings the brand to the Big N, at long last. 


| DIDN'T EXPECT it to happen. And even if I 
had, | wouldn't have expected it like this — 
Minecraft is finally coming to a Nintendo 
system. 

Only it’s not the Minecraft. It’s Minecraft: 
Story Mode. 

There’s a pretty huge difference. Whereas 
Minecraft is the super-mega-insanely-crazy- 
popular nexus of millions of people's 
unchecked creativity with its vast open 
worlds and its facilitation of players being 
able to build pretty much anything they want 
out of endless cubes, Minecraft: Story Mode is 
a totally structured, narrative-focused point- 
and-click adventure. If Minecraft itself is the 
bright center of the gaming universe, Story 
Mode seems like it’s on the planet that it’s 
farthest from. 

Not that that’s a bad thing! There’s abso- 
lutely nothing wrong with great narrative 
adventures, and especially not those coming 
from the masters of the genre at Telltale 
Games (as Story Mode is). It just needs to be 
impressed upon everyone that though this 
game is Minecraft in name, its gameplay is 
totally different than mining or crafting. 


What you are getting here is the story of 
Jesse, a blocky hero who's just lost her pet 
pig. (Or his. Jesse can be either a girl or a guy, 
depending on your preference.) She sets off 
to find and rescue her porcine pal and gets 
swept up into a tale involving swordfighting 
against zombies, learning how to build new 
weapons, meeting up with friends to attend 
geeky conventions and doing battle with 
epically huge boss monsters. 

Telltale’s "Choose Your Own Adventure" 
style of storytelling is back in full force here, 
as you aren't just clicking along to progress a 
set and static storyline — you're constantly 
presented with dialogue options and critical 
decision points that influence how your par- 
ticular tale will turn out. One early example? 
When Jesse's friends Petra and Gabriel are 
both under attack at one point in the first 
episode, you'll only have time to save one of 
them. Who will it be? How will that choice 
affect how things play out? 

Will the pig survive? 

These and all other questions will be 
answered soon, when Episode 1 makes its 
way into the Wii U eShop. - LUCAS 
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A Міснтү DELAY 


Mere weeks before its planned September launch 
date, Mighty No. 9 was pushed back to next year. 


IT'S BEEN NEARLY a year since we last looked at the brainchild 
of Keiji Inafune's revolutionary Kickstarter, Mighty No. 9. At the 
time, a Spring release was imminent – though no precise date had 
ever been given. Spring 2015 was the target for launch, and the 
folks at Comcept never gave anyone any reason to think other- 
wise. At least, not until the sun was preparing to set on Spring and 
Summer was coming into view, with many a Kickstarter backer 
and curious Mega Man fan left to wonder where their game - ог 
at least an announcement - was. 

On April 28, Comcept flipped the script as they revealed that 
the game was being pushed back to a September 15 release, 
thanks to a newly formed partnership with Deep Silver. By joining 
forces and holding off on the launch, Mighty No. 9 would now see 
extra polish for a retail release, several new language subtitles 
added (along with the English and Japanese vocal tracks), and 
even the extra Ray downloadable content that didn't quite make 
its goal previously. Oh, and a retail "Signature Edition" with a 
physical Beck figure and extra content for the PlayStation 4 and 
Xbox One crowd (but not us lowly Wii U owners). 

For the most part, fans were willing to accept this trade-off. 
Then came Comcept's Red Ash campaign, which failed to reach its 
Kickstarter goal (but was picked up by Chinese digital entertain- 
ment company FUZE Entertainment) largely due to ire raised by 
those who believed they should release their first Kickstarted title 
before trying to raise funds for a second one. As this transpired, 
rumors began to emerge that Mighty No. 9 would be delayed 
again - rumors that Comcept denied. 

Following the failure of the Red Ash Kickstarter, Comcept 
revealed to their Mighty No. 9 backers that the game was indeed 
delayed until sometime in the first quarter of 2016 due to "bugs 
and issues" related to its online features. While the producers 
expressed remorse for this turn of events and offered up a new 
Steam demo as a consolation prize of sorts, that demo was also 
delayed past its promised arrival date too! The entire situation 
really has become a trainwreck. We thought we'd have a review in 
this issue! We're just as bamboozled as anyone. - DAVID 


е 
маль 


QUEEN HUNTERS 


You and three friends run and gun your way 
through alien lairs in the explosive new Hive Jump. 


IT’S COMMON FOR nonlinear 2D platformers to draw compari- 
sons to Metroid. Graphite Lab’s Hive Jump is no different in that 
regard, but amusingly enough, its focus on local and online co- 
operative play means it’s closer to the upcoming Metroid Prime: 
Federation Force than Samus Aran’s exploratory escapades. 

Funded through Kickstarter in September 2014 and being 
ported to Wii U by Black Lantern Studios, Hive Jump allows you 
and three friends to become J.U.M.P. Corps soldiers, on a mission 
to clear out multiple planets of their alien infestations by elimi- 
nating the queens in each hive. The environments are procedur- 
ally generated, so you'll never know what new challenge awaits. 

Jumpers are only equipped with a single weapon, a few explo- 
sives and limited jetpack fuel. Your leader carries a transponder 
backpack that can be used to summon more supplies - and even 
more soldiers, should any fall in battle. The twist is that the 
backpack can be destroyed should the leader die; if that happens, 
you'll have to complete the mission without any further aid! 

And aid you will need! If the most recent playable build is 
anything to go by, running a four-man team results in a cacoph- 
ony of color and sound, as plasma shots and pulse rounds blanket 
the screen. Not that that's a bad thing! It's simply further affirma- 
tion that the Wii U has become the repository for mad-cap co-op 
extravaganzas. 

Outside of your planetary spelunking, you'll engage in a turn- 
based campaign inspired by the XCOM strategy series. Alien goo 
you've collected within the hives can be used to upgrade your 
weapons and fortify your newly acquired bases. Survey the world 
map and set traps, build giant mech guardians, launch air strikes 
to thin the alien population before your next infiltration and 
more. Consider this a nice cooldown before the hunt begins anew! 

As announced during PAX Prime, Hive Jump will be joining the 
small circle of indie games that support amiibo. It's probably not 
going to have its own figure like Shovel Knight, so the question is, 
which of the current lineup will be compatible? Samus is pretty 
much a shoo-in, right? We'll have our answer before Hive Jump's 
launch in early 2016. - TONY 
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THE SPIRIT OF F-ZERO LIVES ON 
Shin'en Multimedia steps into the gap with FAST Racing NEO. 


IN TODAY'S MULTIPLATFORM age, it's 
rare for a third-party developer to more or 
less stick to a single hardware ecosystem, yet 
some small studios have been able to find 
enormous success almost exclusively with the 
Big N. German outfit Shin'en Multimedia is 
one such example, having demonstrated tre- 
mendous technical wizardry on par with 
Nintendo's internal teams through titles such 
as Iridion 3D for Game Boy Advance, Jett 
Rocket for WiiWare and Nano Assault NEO in 
the Wii U eShop. 

Next on Shin'en's menu is FAST Racing 
NEO, a futuristic racer that's been cooking 
since 2013. It's a sequel to FAST Racing 
League on WiiWare, though with the beefier 
Wii U hardware and lack of WiiWare’s 40MB 
file size limit, this follow-up is guaranteed to 
be a more robust package. 

Of course, it would be remiss to ignore the 
elephant in the room: Nintendo's F-Zero fran- 
chise, or rather its lack of any new install- 
ments since the Japan-only F-Zero Climax in 
2004. Fans in need of their high-speed fix 
have no doubt been eyeballing FAST with 
hungry anticipation - and from what we know 


50 far, it's shaping up to be quite the feast. 

If you've been following footage out of this 
year's E3 and PAX Prime, you likely noticed 
how much FAST contrasts with the usual 
spread of indie offerings. If you haven't been 
tuning in, let me ask: Does a 720p resolution 
at a solid 60Їр do anything for you? How 
about local split-screen multiplayer at 60#рѕ 
for two players, 30fps for four? Eight-player 
online matches? An avalanche of 60 vehicles 
and 16 courses? What if | told you there’s an 
Ikaruga-esque polarity mechanic - boost 
strips will speed you up or slow you down 
depending on your current color - to keep 
the action poppin' fresh? 

Most impressive of all is the fact that the 
dev team consists of only five people! We've 
grown so accustomed to indie projects that 
scale back on raw power and scope, and now 
here comes a fully featured experience that 
rivals the typical boxed release! (Or it would, 
if the biggest publishers weren't completely 
ignoring the futuristic racing subgenre.) 

We'll know for sure if FAST Racing NEO is 
the revival we crave when it blasts into the 
Wii U eShop later this year. - TONY 
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THE FATE OF PHYSICAL FATAL FRAME 


Looking forward to the new Fatal Frame: Maiden of Black Water? 
Clear off your Wit U hard drive, because it's now eShop-exclusive. 


THIS WOULDN'T HAVE happened 
hree years ago. Probably not even 
ast year! But the Wii U eShop has 
overcome many of the restrictions 

hat held back digital software in 
Nintendo's previous hardware genera- 
ion, and it has itself evolved to open 
its arms to a greater variety of games 
han it supported when it launched in 
2012. As so here we are, having finally 
arrived at the point where a retail title 
can be selected for physical distribu- 
ion in some regions, but simply be 
made available digitally in others. 

That's the situation surrounding the 
newest Fatal Frame sequel, Maiden of 
Black Water. When this game was 
released in Japan, Western fans' first 
request was that it be localized for 
release elsewhere. Luckily, that reality 
has come to pass - Nintendo con- 
firmed that it would be coming to both 
North America and Europe. A victory! 

But then, a wrinkle in the story: 
Yes, the new Fatal Frame will be 
coming to the States in English . . . 

... but only to the eShop. 

Further complicating matters is the 
fact that fans in Europe are getting the 
opposite extreme: There, the game 
(under its alternate title "Project 
Zero") will be getting a retail release — 
in the form of a special Limited Edition 
box, packed with extra goodies! 
(Though quantities will be low.) 
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Naturally, there are more than a 
few Fatal Frame fans who are furious 
at this turn of events. (Because 
everyone gets outraged by everything 
that happens in the world these days.) 
These North American followers of the 
franchise are livid at the seemingly 
preferential treatment being shown to 
their counterparts across the sea, and 
so much so that many of them have 
organized under the banner 
"Operation Zero" to try to convince 
Nintendo of America to reconsider the 
digital-only decision and press the 
game to disc in this region too. 

On the one hand, | can see where 
these upset fans are coming from. The 
announcement that the game would 
be eShop-only in America was not 
delivered upfront, as even at this 
year's E3 it seemed like the game was 
on equal footing with every other 
brick-and-mortar-bound title being 
shown off on the Treehouse Live video 
streams. And since it's a full retail 
title, its file size in digital-only form is 
going to be prohibitively large: a full 
16 GB, which will take up a massive 
chunk of any Wii U hard drive (and 
likely necessitate the purchase of an 
extra, add-on hard drive for anyone 
who doesn't already have one). 

Even after acknowledging those 
very real issues, though, І can't help 
but be excited about this whole thing. 


Why would | be smiling? Because 
this wouldn't have happened three 
years ago! If this same game had 
come along back then and NOA didn't 
see enough potential profit in a 
physical release at retail, we wouldn't 
have gotten the game at all. It would 
have just been cancelled here. Europe 
would have had it as an exclusive, fans 
would have been mad, and that would 


have been it. 

But now we've arrived at the point 
where games that NOA considers less 
ikely to score huge sales still have a 
chance to be officially released here! 
Just think what a difference that could 
have made for games we've missed in 
the past, like Disaster: Day of Crisis. I 
for one am thrilled that Fatal Frame is 
coming exclusively to the Wii U eShop, 
because the fact that it's coming is the 
most important fact of all. 

Now | just need to see if I've got 
enough hard drive space . . . - LUCAS 


IN THE RUN-UP to Plague of 
Shadows’ release, | decided to give 
Shovel Knight another quick spin. A 
single playthrough became two, 
which then became a quest to clear 
every remaining Feat on my check- 
list. Such is the appeal of Yacht Club 
Games' throwback masterpiece that I 
would discard my usual aversion to 
achievements systems for the sake 
of spending just a few extra minutes 
in its hallowed realm! 

Which brings us to Plague of 
Shadows, the first of several updates 
that swap out our shovelrous hero 
for a villainous knight of the Order of 
No Quarter. In this mode (added as 
free DLC to the existing Shovel 
Knight game), Plague Knight takes 
center stage in a tale that runs 
parallel to the main campaign. 
Though the Order is supposed to 
serve the Enchantress, Plague 
Knight's true aim is to steal the 
essences of his comrades and 
concoct a potion of ultimate power. 

Will this potion help him conquer 
the world? Nah, he just wants to 
impress a girl! Even mad scientists 
get bitten by the love bug! 

Plague of Shadows retains the 
wonderful humor that punctuates 
the main game. However, characters 
who hailed Shovel Knight as a savior 
react to Plague Knight with fear and 
disgust, while others are revealed to 
be accomplices in his schemes. Of 
particular note is the potion mini- 
game operator Mona, who here 
serves in an expanded role as Plague 
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Knight’s equal partner. 

But these changes are minor 
compared to how differently our 
potion master plays compared to the 
sultan of spades. Plague Knight 
prefers to keep his distance, drawing 
from an inexhaustible supply of 
bombs for ranged combat. When 
thrown from the ground, bombs will 
be gently lobbed. But from midair, 
they'll hurtle toward the ground at a 
45-degree angle - and as a bonus 
benefit, Plague Knight will remain 
suspended during an air toss. Then 
there's Plague Knight's signature 
ability: Bomb Bursting. By charging 
then releasing the attack button, you 
can send Plague Knight rocketing 
skyward or across wide chasms. 
Combined with his double jump and 
levitation skills, he's granted an 
unparalleled level of aerial mobility. 
This makes Plague of Shadows a far 
more technical affair than the core 
campaign, which is great for vets 
who desire a fresh challenge. 

But as enjoyable as the new quest 
can be, Plague Knight's repertoire 
lacks the simple accessibility of 
Shovel Knight's standard catalog, 
and that can affect the enjoyment of 
even seasoned pros. It's not that you 
won't learn effective strategies over 
time, but in my case, basic gameplay 
never felt like second nature in the 
way Shovel Knight's did. 

If the default skill set is too 
uncomfortable, there are plenty of 
customization options. Scattered 
throughout the levels are Cipher 
Coins, a mode-exclusive collectible 
that Mona can use to craft new 
items. Interested in bombs that 


surround you like a barrier? How 
about remote detonation? Care to 
invest in the Float effect, which 
slows your descent following a Bomb 
Burst? 

You can also equip a unique set of 
Arcana sub-weapons - in a clever 
twist, you'll actually uncover Shovel 
Knight's Relics first, only for Plague 
Knight to remark that they are 
useless to him. Further exploration 
of a level will lead to the Relic 
merchant Chester, who'll happily 
exchange them for more practical 
wares. Since Chester in turn sells 
those Relics to Shovel Knight, Plague 
Knight is indirectly supplying his 
enemy's arsenal! 

Levels have been remixed to 
better accommodate Plague Knight's 
prodigious talents. While layouts are 
generally the same as before - with 
platforms added or removed in spots 
- new areas ripe for discovery are 
hidden in all eight Order stages. 
Moreover, the three Relic-training 
stages have been entirely rebuilt 


around the new toys. There are just 
enough changes to make navigating 
the world feel fresh and mysterious 
again. 

Sadly, the same treatment wasn't 
extended toward bosses, who all 
exhibit the same patterns as before. 
These enemies were designed 
against Shovel Knight's combat style, 
not against a foe who chucks concen- 
trated death while floating safely 
across the room. Even without any 
upgrades, it's easy to cheese your 
way through many of these encoun- 
ters, thereby removing much of the 
tension. (Two new bosses better 
tailored to Plague Knight's specifica- 
tions have thankfully been added.) 

The Yacht Club team has also 
made good on their promise to add a 
Challenge Mode as well. From col- 
lecting treasure within a time limit to 
beating a boss using an assigned 
weapon combination, these tasks will 
keep hardcore completionists 
sweating long after the credits roll 
(again). 

Plague Knight may be stuck in 
Shovel Knight's shadow, yet despite 
the lack of sunlight, he's able to 
shine in his own quirky way. | think | 
can dig that! - TONY 
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NEARLY EVERY ONE of Nintendo's 
mascots made the jump to three-dimensions 
during the N64's lifetime, but Kirby's transi- 
tion was handled a little differently. Rather 
than adopting the free-roaming platforming 
that was pioneered by Super Mario 64, the 
developers at HAL took a more familiar 
approach for the puffball's first 3D adven- 
ture, using the console's power to craft 
beautiful backdrops for an otherwise tradi- 
tional sidescrolling title. 

The story begins on the planet of Ripple 
Star, a distant world inhabited by fairies. 
One day, peace is broken when the amor- 
phous Dark Matter appears, corrupting the 
planet in an attempt to steal its magical 
crystal. Before he can, however, a young 
fairy named Ribbon flees with the jewel. 
Dark Matter pursues her, and in the ensuing 
struggle, the crystal shatters into tiny 
shards that are scattered throughout the 
galaxy, while Ribbon herself is flung to Pop 
Star. Fortunately, her fall is broken by our 
heroic puffball, and the two of them set out 
to retrieve the missing shards. 

As in previous Kirby games, you must 
guide the pink hero through whimsical side- 
scrolling stages using his signature copy 
ability to inhale foes and steal their powers. 
While some of the later levels can actually 
get fairly tricky, the majority of the game is 
quite easygoing, as fans have come to 
expect from Kirby titles. That's not necessar- 
ily a bad thing, however, as the stages are 
still fun to play through (though Kirby 
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CRYSTAL SHARDS 


himself feels a bit sluggish). You can also 
take control of Kirby's friends at certain 
points in the adventure, each with their own 
distinct play style - King Dedede, for 
instance, moves much more slowly but can 
use his enormous mallet to smash through 
walls and other obstacles. These segments 
are all short-lived, but they help add some 
variety to the gameplay. 

What really sets Kirby 64 apart from 
other Kirby titles is its combination 
mechanic. Unlike previous games, Kirby is 
able to fuse the different powers he copies 
from foes to create unique combinations. 
(Fusing the same power with itself, mean- 
while, will produce a more powerful version 
of that attack.) There are over 30 possible 
combinations to make, and finding and 
testing new ones is perhaps the game's most 
satisfying element. 

As fun as Kirby 64 can be, however, its 
biggest shortcoming is its length. The game 
contains roughly two dozen levels, which 
can be completed fairly quickly thanks to 
their low difficulty. The title does encourage 
you to replay stages in order to collect all of 
their crystal shards (only by doing so do you 
unlock the true ending), but even this is 
fairly easy to accomplish and doesn't really 
extend its longevity. 

In the end, though, 

Kirby 64 is charming 
enough to warrant a 
look. Especially if you 
missed it the first time 
around! - KEVIN K. 


Stomach of Storage 
KIRBY: SQUEAK SQUAD 


THIS GAME GOT a bad rap. When Squeak Squad came out in 
2006, it was right after the wonderfully inventive Kirby: Canvas 
Curse had gone on sale the previous year - and that was a 
tough act to follow. But while it's not as unique and clever as 
Canvas Curse, Squeak Squad is a totally serviceable Kirby 
adventure, complete with a few new power-ups and dopey new 
villains. And maybe that's the issue: Squeak Squad, while fun, is 
just a competent Kirby game - and not much more. 

The name of the game comes from its villains - fiendish 
mice called Squeaks who are stealing all sorts of food (which is 
totally the worst thing you can do in Dream Land). Naturally, 
King Dedede and Meta Knight show up in due time, and Kirby 
has to fend all of them off. You don't play Kirby games for the 
story, but it's nice to see some of the villains have a bit more 
personality than the usual gang of Whispy Woods and Kracko. 

Since it was a DS game in the mid-2000s, Squeak Squad has 
half-baked touchscreen mechanics, mostly based around the 
concept of "bubbling" power-ups. Certain power-ups, as well as 
some treasure chests and health pick-ups, can be sucked into 
Kirby's belly and are represented on the touchscreen. You can 
mix some of these power-ups to create new ones, but you're 
required to find in-game items to even be able to use these 
combo abilities - and only a fraction of the abilities in game 
can be combined. It just feels unfinished, and that's a huge 
bummer because some of the new copy abilities, such as the 
claw-scratching Animal, are really fun. Unfortunately, none of 
these new abilities factor into the stomach-storage mechanic. 

But aside from the poor DS-specific features, Squeak Squad 
is a fun adventure with short levels that seem purposefully 
designed for a portable. It isn't terribly long, but there are tons 
of unlockables, to be found. Likely, you never played Kirby: 
Squeak Squad - so picking this up on Wii U might be a good 
idea as you bide your time waiting for the next 
2D Kirby adventure. - NEAL 
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KIRBYS RETURN TO DREAM LAND 


KIRBY HAS ALWAYS been billed as 
a casual series - a franchise that 
anyone can pick up and have fun 
with. But that doesn't mean that it 
isn't satisfying, as gamers of all 
walks of life can enjoy a well-made 
Kirby experience. Some entries have 
done this better than others, but one 
title stands out more in recent years 
in particular: the wonderful Kirby's 
Return to Dream Land. 

What you're getting here is basi- 
cally Kirby distilled. It has bright, 
vibrant visuals and that signature 
cute Kirby style. It has four-player 
multiplayer, plenty of variety in 
terms of the copy abilities and 
ironclad gameplay. Simply put, it's 
my favorite core entry in the series 
since the SNES' Super Star. 

The typical setup has been 
expanded for Return, including a 
multiplayer component that involves 
Kirby, King Dedede, Meta Knight and 
Waddle Dee. Uniting our heroic 
puffball with his iconic foes, you'll 
dash across multiple worlds to help 
the alien Magolor rebuild his ship. | 
won't spoil the twist, but suffice it to 
say that Kirby has his hands full 
throughout the entire adventure. 

Of course, Kirby can swallow 
enemies to use classic powers like 
his Rock form, in addition to newly 
minted themes like Whip, Leaf and 
Water. Every power comes complete 
with several unique moves to use, 
the controls for which can be easily 
accessed in the pause menu. Suffice 
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it to say, Return to Dream Land is 
very easy to pick up, and it contains 
a decent amount of depth as you try 
out every nuanced ability. 

You'll also have access to a "Super 
Inhale" power, which is much cooler 
in practice than it sounds. With it, 
you'll be able to swallow humongous 
enemies or giant groups of blocks, 
which comes in handy for areas of 
the game specifically built around it. 
"Super" is the name of the game 
through and through, as you'll be 
able to don gigantic forms to smash 
through specific areas, complete 
with their own ultimate attacks and 
devastating powers. It's balanced in 
such a way that you can't just 
stomp through the entire game, 
and their respective sections 
take a bit of skill to complete. 

It sounds primitive, but these 
little advancements just work, 
especially when you're playing 
with other players. Each character 
has his own set of moves - which 
aren't as robust as Kirby's vast array 
of copy abilities, but they get the job 
done just fine. (Since everyone can 
jump endlessly in the air, you also 
won't have trouble keeping up with 
the lead, flying Kirby.) Thankfully, 
levels aren't balanced around co-op 
play, so you won't find any forced or 
frustrating multiplayer elements. 

Challenge rooms seek to keep you 
interested past the meaty campaign, 
with minigames like throwing ninja 
stars and target practice. You'll also 
have plenty to do after completing 
the game, as a tougher remixed play- 
through is unlocked, in addition to a 


boss rush mode of sorts. And there's 
even a "True Arena" unlocked after 
beating the remix campaign! In 
typical Kirby fashion, there's a ton of 
stuff to do should you get bored of 
the core platforming formula. 

That said, don't come in expecting 
a total challenge, even in the extra 
modes. This goes double (or triple/ 
quadruple) for players who bring 
friends into the mix, as Return to 
Dream Land still has the same "easy 


to serviceable" curve as the older 
games. I could have done with a bit 
more challenge, but since the game 
is fun to play at nearly every turn, 
it's much more forgivable. 

Every Kirby fan owes it to them- 
selves to check out Kirby's Return to 
Dream Land. It's a pure triumph as 
an action platformer. - CHRIS 
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Four Games in One 
THE QUIET COLLECTION 


HERE'S A FUN little package of four point-and-click adventure 
games, designed in an old-school style reminiscent of early PC 
and Apple graphics, but with the sounds and visual effects you 
can only get from a modern system. The Quiet Collection stars a 
young girl, her hyperactive younger brother, their parents, some 
assorted cats and their weird neighbor, Mr. Peabody. The games 
revolve around everyday situations we can all relate to – trying to 
relax after a stressful school day, enjoying a trip to the beach, 
waiting for Santa's arrival or taking advantage of your neighbors' 
poor short-term memory to score more Halloween candy. Each of 
these four games is short and sweet – with a heavy emphasis on 
short - but each is packed with puzzles you'll need to solve in 
order to reach your ultimate goal: a little bit of peace and quiet. 

The games support Off-TV play, and | primarily played them 
that way, using the Wii U GamePad alone. You have the choice of 
using either the touchscreen or the left Control Stick and right 
buttons to move, interact with your surroundings and pick up 
items. Unlike typical adventure games, your inventory here is 
limited to just one item at a time — and even when you get the use 
of an inventory management system (the wardrobe in your 
bedroom during "Candy, Please!"), you'll need to schlep each item 
you find all the way back there after picking it up. 

Luckily, you're able to drop items wherever and whenever you 
please without much risk — your little brother will pick up stuff 
just to be annoying, but a good tickle from big sis will make him 
drop it. Most of the puzzles you'll need to solve are fairly straight- 
forward, and if you're stuck, the heroine and other characters will 
sometimes drop helpful hints in dialogue, like, "I know 1 drove 
home with that thing in the trunk." 

There are a few puzzles in "Vacation Vexation" and "Candy, 
Please!" that weren't very generous when it came to hints (I 
confess to seeking out walkthroughs for the purpose of this 
review), so it's important to remember that each item you find 
eventually has a purpose - even if it seems like it has no use when 
you first encounter it. 

"Vacation Vexation," with its video arcade (featuring Space... 
uh, Face Invaders and Frogger... uh, Badger), and "Candy, 
Please!", with its Halloween costume hunt, are the most robust 
offerings, and they offer a save function along with their length. 
unfortunately, there's not much replay value in "Quiet, Please!" or 
"Quiet Christmas," which you'll need to beat in one fell swoop. 

As a whole, the set will probably take a good afternoon to 
conquer, and at its fairly reasonable price of $4.99, it's 
not a bad deal. The only problem you'll have is 
finding a quiet place to play! - REBECCA 
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Continued Costume Collecting 


SUPER SMASH BROS. FOR Wii U & NINTENDO 3DS: THIRD WAVE DLC 


ALTHOUGH THE THIRD wave of Super 
Smash Bros. DLC doesn't have a flashy new 
character or brand-new stages, it does 
have a proper splash of nostalgia, on top of 
а few unique costumes. 

First up is Peach's Castle, which most 
veterans will recognize from the original 
Super Smash Bros. on the N64. Now, it 
must be noted right off the bat that you 
aren't really getting a whole lot in terms of 
updated textures - much like the other 
retro stages - and Peach's Castle has aged 
the worst. As a wildcard level, the random 
floating slopes on either side allow for 
some silly situations, in addition to the off- 
kilter Bumper in the sky. Some fans of the 
original may want Peach's Castle for the 
sake of completion, but I'd recommend 
every other level on offer before it. 

N64 Hyrule Castle, on the other hand, 
needs no introduction. It's a perfect casual 
Smash Bros. stage, complete with a sprawl- 
ing landscape, multiple planes and even a 
little hazard in the form of a whirlwind. It's 
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perfect for one-on-one 

affairs or all-out 

brawls, and the 

open-ended left side, 

vertical-centric middle 

and steeple-ridden right 

all have potential for unique 

combat situations, especially with the new 
cast members in the Wii U and 3DS 
versions. In short, it's perfect for nearly 
every occasion, and it's a must-have map 
for casual and hardcore fans alike. 

As for the Mii costumes this time 
around, the Flying Man outfit is a nice 
callback to EarthBound, and interestingly 
enough, Lloyd from Tales of Symphonia 
makes an appearance as a costume too. 
Chrom's outfit is a bit tongue-in-cheek 
given his absence as a real character, but 
it's appreciated, as is the King K. Rool 
outfit. The Bear and Hoodie are generic 
throwaway costumes, but the few callouts 
to lesser-known Nintendo franchises are a 
positive net gain in my book. More 
Nintendo and Namco properties in these 
bundles, please! - CHRIS 
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THE BINDING OF ISAAC: REBIRTH 


IF YOU TOOK the original Legend 
of Zelda and dipped it in the same 
noxious ooze that spawned the Toxic 
Avenger and the Teenage Mutant 
Ninja Turtles, you'd end up with the 
The Binding of Isaac. That's true for 
every aspect of the game, even down 
to its name. "The Binding of Isaac" 
shares the same syllable structure as 
"The Legend of Zelda," but instead of 
describing a fantasy tale of a 
princess who's been kidnapped by an 
invisible werehog, it refers to a Bible 
tale about a boy who was nearly sac- 
rificed by his father at God's request. 
The games also share the same top- 
down, room-by-room presentation, 
but while young Link advances into 
danger alone, without a sword or a 
clue, baby Isaac ups the vulnerability 
ante by adventuring naked in a 
basement, on the run from his homi- 
cidal mother, with only the meager 
power of his projectile tears to 
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protect him. The bloody horrors that 
face Isaac from there could be 
deeply disturbing in theory, but in 
practice, they're often weirdly 
adorable, evoking a sweet and sour 
feeling that hurts and delights in 
equal measure. 

Combining opposing feelings into 
totally new, totally weird sensations 
is probably Isaac's best trick. Anyone 
old enough to remember trying the 
first Zelda when it was first released 
will recall how the game inspired 
simultaneous curiosity and fear 
every time you were about to leap to 
a new screen. Thanks to the magic of 
random generation, Isaac allows you 
to remain on "the fearful curiosity 
treadmill" for hours, days or even 
weeks on end. You may be tempted 
to try to run through each dungeon 
as quickly as you can in order to 
avoid danger, but without thorough 
exploration, you may miss out on a 
life-saving weapon, a status boost or 
a secret passage to victory. Every 


decision may end up being the best 
or worst choice you've ever made, 
and with hundreds of weapons to 
discover and combine, tons of secret 
bosses, characters, challenges and 
endings to unlock, it's easy to be 
drawn back into the "just one more 
game" loop, regardless of how trium- 
phant or devastated you were in 
your last round. Lucky and/or skilled 
players may need less than an hour 
to find and defeat Isaac's last boss 
for the first time, but that victory 
only works to unlock more bosses, 
stages, enemies and items. Many 
fans have reported putting over 300 
hours of play time into The Binding 
of Isaac, and they still haven't seen 
everything the game contains. 

On its surface, the game is coated 
with a thick film of strange yuck and 
irreverent comedy, but under the 
skin lies an an enormously deep and 
surprising world, one that would 
take thousands of pages to fully 
document on paper. My only worry is 
that some players may be too frus- 
trated with their own bad luck or 
lack of skill to truly appreciate all 
that the game has in store. Honing 


your abilities and learning the 
game's unique systems are essential 
to mastering Isaac, and the only way 
to do that is to keep playing, which 
requires persistence. If you like a 
particular loadout and/or dungeon 
pattern, you can replay that specific 
combination by using an old-school 
password system, but the only way 
to see all of The Binding of Isaac is to 
keep starting over from the top. 
Thankfully, the game works very 
hard to reward you for every chance 
you take, no matter how you decide 
to play. 

That said, if you were to have to 
choose between where to play Isaac 
on Nintendo consoles, I'd recom- 
mend the Wii U version for now. The 
3D on the New 3DS port looks great, 
but the home console edition allows 
you to choose between playing 
either on or off the TV, and it also 
offers the option of limited co-op 
multiplayer. No matter where you 
play it, The Binding of Isaac: Rebirth 
is a modern classic that everyone 
with even a passing interest in 
top-down action/exploration games 
should try. - JONATHAN 
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Tank You Very Much! 


BRAVE TANK HERO 


ARC SYSTEM WORKS - most known for fighting 
franchises Guilty Gear and BlazBlue - developed two 
versions of Brave Tank Hero, which have been brought 
to the West courtesy of Natsume. They're relatively 
inexpensive (under $10 each) and pack at least 50 
levels into each version - but while there's a lot of 
content here, there are also lots of drawbacks. 

Brave Tank Hero takes place in "Paradise City" 
(where, presumably, the grass is green and the girls 
are pretty). It's also been invaded by an enemy army 
and it's up to you to win the city back. There are three 
Classes of tank you can hop into to make that happen: 
the lightweight and speedy Falcon Class; tough, long- 
ranged Hawk Class; and the powerful but fragile Eagle 
Class. Foes include enemy tanks, stationary cannons 
and boss tanks you'll face every 10 levels, along with 
hazards such as tiles that jam your radar, slow you 
down or camouflage you while draining your life. 

Levels are set within towns and deserts in the 
beginning, with a few underground areas as you make 
it further into the game. It's a good mix that requires 
you to strategize and use natural cover effectively. 

Passing a level awards you one to five stars - cash 
in five stars, and you'll be able to improve a tank's 
stats. Instead of applying to just one stat, the stat 
boost is applied to all of the tank's stats collectively, 
but not evenly. If you didn't get five stars from clearing 
a level in Story Mode, you can replay the level and win 
the stars you missed out on - but only if you get a 
better score. (This will mean lots of grinding for those 
who didn't use their stars judiciously and found them- 
selves outgunned in later levels.) 

The most frustration | had with both versions of this 
title was with the control scheme. You have a choice of 
using either the Circle Pad or a "manual transmission" 
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button combo for driving, but there 
were times when | felt the game didn’t 
recognize that | wanted to go left instead of right. 

There’s also an auto-target option that locks on to 
your enemies, but it ignores obstacles and often trains 
your turret to a moving tank, making firing extremely 
awkward. You can cycle between targets, but it takes 
some time for your turret to rotate back into the 
proper position - and sometimes your turret decides to 
skip a target. (Like the one right in front of you.) 

Ally tanks will help you in some levels, but they 
don’t even bother to politely drive around you, and 
often push you right into the line of enemy fire in their 
A.I. bloodlust. (There's no friendly fire damage in this 
game - no matter how much you want to blow up your 
own side out of frustration.) 

The Wii U version offers six additional levels 
sprinkled into its campaign, including a "boss rush" 
final level and a few that were so aggravating that they 
almost made me bring out my inner Angry Video Game 
Nerd. A two-player co-op mode is also available, but 
it’s a two-player death match that has you and your 
opponent each sharing a very cramped half of a TV 
screen. Considering that many first-party games 
handle co-op by having one player playing off the TV 
while the other plays on the GamePad, it feels like a 
step backward to not have the same option here. 
Unfortunately, the ten co-op levels are taken directly 
from the single-player, with many of them also includ- 
ing the same ally and enemy tanks that you had to 
contend with there - making things very confusing! 

It’s not often you get an inexpensive eShop game 
with this much content, but | would've gladly paid a 
few extra dollars for true two player co-op on the Wii U 
version. Personally, | recommend the 3DS version over 
the Wii U's, even though the Wii U's has more features. 
You'll get your money's worth whichever you choose, 
but you'll also get a good dose of frustration to go 
along with it. - REBECCA 


8-Bit Tank Hero 
BLASTER MASTER 


WITH A ROCKING old- 

school soundtrack and 

sweet gameplay variety, 

Blaster Master is truly an 

unsung NES classic. It offers 

а unique fusion between sidescrolling 2D 
exploration and top-down shooting. At the 
outset, you're placed inside of SOPHIA, a 
tank-like vehicle that's used for platform- 
ing and combat. The areas SOPHIA rolls 
through are Metroid-like in structure, as 
you have to maneuver around the envi- 
ronment to find different human-sized 
doors. As they're too small for a tank to 
enter, you then have to hop out of the 
cockpit and go in оп foot – which is when 
the top-down, gun-focused gameplay 
comes in. Each level features a final boss 
that holds an upgrade for your vehicle, all 
integral to get through the world. 

Blaster Master is a challenging game, 
and even as someone who's owned it on 
NES since close to its original release, I’ve 
only just now been able to beat it thanks 
to the Restore Points in this Wii U Virtual 
Console version. (That's mostly because 
there are limited continues, and when the 
gunplay gets frantic and hard, you're 
likely to run out of steam.) It also doesn't 
help that when you take damage, your 
heavily upgraded weapon goes from a 
screen-clearing titan to a lame pistol. Part 
of Blaster Master's challenge, though, 
comes from the fact that there aren't 
many clues of where to go next at certain 
junctures. This is definitely a game that 
shows its age, but as long as you're cool 
with diving into a walkthrough or FAQ at 
times, this is one NES classic that's well 
worth playing (or replaying) on the Wii U. 
The Wii U Virtual Console version of 
Blaster Master (it's also out on 3DS and 
Wii) is definitely its best version, but if 
you'd rather play it portably, the 3DS 
version is fine (and it has Restore Points 
too). - NEAL 
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Traveling Back in Time, 


OCARINA OF TIME, times 

five. That's how many times we've now been able to 
travel back in time with Link, the Hero of Time, and, 
to me, the experience has been diminished just a 
bit each time. Not by much - this is still Ocarina of 
Time, after all; one of Nintendo's true masterpiece 
games. But just a bit. There are only so many times 
you can take the same trip through time before it's 
time to move on. 

What's most interesting to me is that going back 
to play through this original N64 version of the 
game is now a different experience, thanks to the 
existence of the remake, Ocarina of Time 3D, from 
2011. Like replaying Super Mario 64 after you've 
already beheld Super Mario 64 DS, or revisiting any 
other original in the wake of any other well-made 
remake, the source material's going to seem lesser. 

And Ocarina of Time does now. | didn't think so 
with its previous Virtual Console re-release on Wii, 
but that was eight and a half years ago, when the 
game wasn't even a decade removed from its N64 
debut. But playing it now, it feels sparse. Barren. 
Much less like the truly epic adventure it once was, 
and more like an artifact of a bygone age. 

But I'm being dramatic, and don't mean to be 
negative - I think that it's just that enough years 
have now gone by since the N64 era that this game 
epitomizes now feels truly retro, and can be seen 
and even appreciated as such. Yes, it's odd that 
Hyrule Field feels so empty. It's weird that the 
Castle Town has those out-of-place pre-rendered 
setpieces only viewable from fixed camera posi- 
tions. But anything that comes across as archaic 
now is a historical curiosity for an aging fan like me 
- and seen from that angle, Гуе actually enjoyed 
playing back through Ocarina of Time again for the 
fifth time in an altogether new and unexpected 
way. 

Some of you are tracking with me here, nodding 
your heads right along. Others of you are terribly 
confused. If the latter, | apologize! In short, if you're 
an older gamer who first played this first 3D Zelda 
back when it was first released, there's an opportu- 
nity now to play and enjoy it again with an eye fixed 
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firmly on its value as the tentpole 

of an entire past era of Nintendo game 
design. But if you're a younger gamer or someone 
who's never set foot in this version of Hyrule 
before, Ocarina of Time can still be enjoyed purely 
for what it first set out to be - the first 3D Zelda, 
and still a masterpiece. 

Just diminished a bit. 

The control is my chief complaint. With each new 
re-release of this adventure, we keep getting one 
more step further away from the controller it was 
designed for – after playing perfectly as intended 
on the N64 pad, it's transitioned to the GameCube 
controller, then the Wii's Classic Controller, then the 
3DS and now the Wii U GamePad. The 3DS control 
was great - the remake was re-engineered per- 
fectly for the portable. But this VC re-re-re-release 
just doesn't play well with Wii U. Being able to 
remap the N64 buttons to any GamePad buttons 
you choose helps, but you'll probably end up with 
the C Buttons assigned to the right analog stick, 
meaning playing the titular Ocarina becomes an 
exercise in imprecise stick-flicking. 

That's forgivable, as when you're in song-playing 
sequences there's no consequence for missing a 
note or two. You simply try again. But missing a 
Hookshot target, or a hit on a boss? That starts to 
get much more frustrating. 

To me, the Wii U's main Control Stick is far too 
sensitive for Ocarina to handle. Z-Targeting to lock 
on to foes in battle works perfectly well, as always. 
But on occasions when target-lock isn't available, 
like aiming arrows or drawing a bead on a 
Hookshot latch point, you'll find yourself 
zipping the little red targeting cursor 
way off the mark again and again. 
It's aggravating. 


Played the Nocturne of Shadow. 
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One More Time 


THE LEGEND OF ZELDA: 


OCARINA OF TIME 


And even more so, because I don't want there to 
be these kinds of issues plaguing this great of a 
game! I want Ocarina of Time to remain this 
timeless thing, never blemished - or diminished. 
But the truth is that some of Nintendo's greatest 
hits just aren't always going to translate perfectly 
well to each new and different piece of hardware 
the company releases. There will be a point at 
which playing some of these games on their 
original machines will be the only real way to expe- 
rience them in a way that does them justice, and 
Ocarina of Time seems to have arrived at that point 
now. If you want the true, vintage Ocarina of Time, 
it's time to track down and dust off a cartridge and 
an actual Nintendo 64. 

But a better, easier and more practical solution? 
Just stick with the remake. Now that Ocarina 
of Time 3D exists, new and younger fans 
especially shouldn't feel like they 
have to play the older edition. 
Enjoy the modern upgrade! 
The old Ocarina can 
be left in the past. 
- LUCAS 


Run-and-Gun Classic 


YOU CAN EASILY surmise which developers are masters of a 

genre by how often they're name-dropped during dream game discussions. 
When it comes to traditional 2D action, no studio earns more nominations than 
Treasure, a team of former Konami employees that hit the ground running in 
1993 with their debut game, Gunstar Heroes. 

M2 has again worked digital magic to transfer this seminal Genesis title to 
3DS - with extra bells and whistles, as is to be expected. On the downside, the 
bonuses in this 3D conversion are a bit sparse. On the upside, this is portable 
Gunstar Heroes, and heaven be praised, it's as marvelous as ever! 

А the hallmarks of Treasure game design originated here - peppy yet 
heart-pounding music, deep combat mechanics and inventive characters. Oh, 
and the bosses! It's not a Treasure game if you aren't mixing it up with a titanic 
monstrosity every few inches! (Shout out to Seven Force, the constantly trans- 
forming mech that ranks among the greatest video game bosses of all time!) 

Gunstar Heroes is a run-and-gun, not unlike Contra. Unlike its genre com- 
panions, however, Gunstar Heroes heavily encourages physical combat - your 
blaster may not be the ideal solution when being swarmed by endlessly 
spawning cannon fodder. Trip up your foes with a slide kick, deliver an aerial 
tackle or even grab one by the collar and toss him for a round of bad guy 
bowling. 

When you do pull out your trusty sidearm, rest assured that you won't lack 
options. There are four weapons you can acquire - Force, Lightning, Chaser and 
Fire - and you can equip two at a time for more powerful combination shots. 
My personal favorite union is Lightning and Chaser, which produces a speedy 
homing laser that locks onto a single enemy and hounds it relentlessly like the 
world's most violent mosquito. 

So yes, Gunstar Heroes should be at the top of every gamer's bucket list. 
That said, what did M2 bring to the table for this outing? There are the usual 
Sega 3D Classics features - switching between international and Japanese 
versions (only the dialogue changes), emulating different Genesis model sound 
chips, loading Restore Points and so on. You can also run local co-op with 
another player who owns the game, which is swell. 

In terms of new content, there is the Gunslinger setting, which allows you to 
cycle through all the weapons on the fly with L and R; Mega Life Mode, which 
doubles your starting health; and an unlockable Mega Shot Mode, which 
increases your weapons’ power. Compared to, say, the two 3D Fantasy Zones - 
replete with secret bosses and new, richer game modes - Treasure's magnum 
opus wasn't given similar star treatment. 

Still, portable Gunstar Heroes! It's good, man! You 
should buy it! - TONY 
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A Bare Knuckle Brawl 


WHEN NINTENDO RELEASED the Super NES in 1991, it had 

a solid sidescrolling beat-'em-up to go with it in Capcom's Final Fight. To 
counter this exclusive, Sega produced their own answer in Streets of Rage. But 
whereas the first Final Fight remains that series' definitive entry for many, it's 
this sequel to Streets of Rage that many fans hail as the best to come from the 
era of the 16-bit console wars. 

Boasting a soundtrack of comparable quality to the original and more vivid 
graphics, Streets of Rage 2 provides an overall more well-rounded and 
improved experience over its predecessor. Though Adam Hunter is sidelined by 
the story, Axel Stone and Blaze Fielding are now joined by two new characters 
with varied fighting styles: Adam's younger brother Eddie "Skate" Hunter and 
Axel's professional wrestler pal, Max Thunder, who respectively bring an added 
dose of speed and strength to the punk-bashing team. 

Fans of the original may also notice a bit of a trade-off in one move as well. 
Rather than calling for back-up in the form of a bazooka raining fire down on 
enemy gangs from a police car, each fighter now possesses his or her own 
special moves that have been added to their already more diversified arsenals. 
These can be called upon at most any time, but as is standard in most games of 
the genre, their use comes at the cost of a bit of health. 

The standard assortment of new and added features you've come to expect 
from M2’s Sega 3D Classics are intact here, from display options to Restore 
Points to controller mapping - and drop-in or pop-out 3D visuals, of course. 
The one-hit kill mode from the first 3D Streets of Rage also returns, but is also 
complemented by a new "Casual Mode," which at least requires you to knock an 
opponent off their feet in order for them to die. Along with numerous difficulty 
levels ranging from "Very Easy" to "Mania" and the ability to set your number 
of lives, you can make the game as challenging or as easy as you want, with 
little reason not to be able to beat it if you go for the latter. 

One other feature that's fun to play around with is "Rage Relay." With more 
to differentiate the cast of playable characters, this mode allows you to experi- 
ence them all in one go by giving the player four lives – one per character – 
and swapping them out in the order you choose whenever one's health is 
depleted. 

Streets of Rage 2 is already considered to be one of the best games of all 
time, and this may very well be its new definitive version. With the general lack 
of classic-styled sidescrolling beat-'em-ups in the Nintendo 3DS library, it's a 
most welcome addition. - DAVID 
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Waluigi Begins MARIO TENNIS 


WITH THE TEPID 
response that Mario Tennis: Ultra Smash got 
at E3 2015 this past June, it's hard to 
remember a time when Mario sports games 
were hotly anticipated. One time when that 
was definitely the case was back in 2000, 
when Mario Tennis launched on Nintendo 
64. From longtime Mario sports developer 
(and creators of Golden Sun) Camelot, this 
iteration of Mario Tennis might be the best, 
and it holds up very well to this day. 

The two key elements that make Mario 
Tennis so great 15 years later are the sim- 
plicity of its controls and the variety of its 
content. It was the first game to introduce 
the easy-to-understand two-button control 
system. Two buttons are used separately or 
in conjunction to hit the ball, making it easy 
for anyone to lay down a drop shot or lob. 
The simple system also holds some depth as 
well, as the different button combinations 
add up to seven different shot types. 

With those easy-to-grasp controls, the 
star of the show - as was often the case 
back on the N64 - was multiplayer. The local 
multiplayer, compatible with up to four 
players, is wonderful. On the Wii U version, 
you need to have the right set of controllers 
to do it (Pro Controller, GamePad and Classic 
controllers are your only options), but even 
now, the multiplayer is tons of fun. The 
graphics might be a little janky and dated at 
this point, but the gameplay isn't. 

The single-player content features a 
variety of tournaments that get progres- 
sively harder. Outside of that, Mario Tennis 
is also packed with the requisite goofy, 
arcadey modes such as Bowser Mode - 
where you use power-ups to duel Bowser – 
and Piranha Challenge, which pits you 
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against three Piranha 
Plants who spit balls 
at you. While some of 
these modes are 
decidedly one-note, 
they are all worth 
checking out. 

At its original release, the N64 game 
featured extensive connectivity with the 
Game Boy Color's Mario Tennis via the N64 
Transfer Pak. You could train your character 
on the portable version and bring it to the 
home version. You even unlock additional 
characters and courts in both versions! 
unfortunately, none of this translates over 
to the Wii U Virtual Console version, which is 
disappointing. However, the Ring Tourna- 
ment mode - which was previously not 
available in the Wii Virtual Console version 
for some unknown reason - has returned in 
the Wii U release. 

But in 2015, Mario Tennis might be more 
notable for what characters it added than 
what gameplay it cemented. Waluigi made 
his historic debut in the Nintendo 64 game, 
while Daisy and Birdo rejoined the Mario 
universe after their debuts in Super Mario 
Land and Super Mario Bros. 2, respectively. 
While not everyone loves Waluigi, the lanky 
evil twin (or whatever he is) certainly exudes 
personality in these sports games. Gener- 
ally, all of the characters' animations are fun 
to watch in this game, even if the N64 
graphics often make them look more 
polygon than man. (Or woman. Or whatever 
Birdo is supposed to be.) 

While the missing Game Boy connectivity 
features are unfortunate, Mario Tennis still 
holds up very well 15 years after its first 
release. The intuitive controls, variety of 
modes and expressive characters make for a 
wonderful experience that is even better if 
you can get a few friends together. - NEAL 


The Other DK Rises 
DK: JUNGLE CLIMBER 


DK: JUNGLE CLIMBER is unquestionably a unique game, and 
just the sort of experimental new game type you would expect 
to come out of the early Nintendo DS and Wii era (even 
knowing that its prequel, DK: King of Swing, came out just a 
couple of years prior). To call it a platformer, as some have, dis- 
credits the concept of the game, seeing as there are very few 
platforms to speak of. "Pegformer" may be more apt. 

Though there are indeed some basic platforming elements 
that come into play during the rare instances you find yourself 
on solid ground, the vast majority of the gameplay involves DK 
revolving around pegs based on which shoulder button you're 
holding - L or R, according to which of his two hands you want 
to use to grab - and slingshotting yourself to greater heights. 

It's kind of tricky. Not terribly so, but it takes a bit of getting 
used to nonetheless, as I'd still occasionally find myself 
reacting to which of DK's hands was on my right/left, rather 
than which was actually his right or left hand. Even so, collect- 
ing gems earns you something of a safety net in the form of 
stars that will allow you to fly invincibly for a brief time. 

While this is no substitute, fans of the Donkey Kong Country 
series may nonetheless appreciate that some of the music 
(such as Cranky's theme) is reused here, as well as the inclusion 
of King K. Rool and his Kremling gang causing some much- 
missed mischief in light of the recent DKC titles. In fact, this is 
still one of K. Rool's most recent appearances - he's only been 
in Donkey Kong Barrel Blast and Mario Super Sluggers since. 

unfortunately, the biggest problem here is not with the 
game itself, but with the Nintendo DS Virtual Console on the Wii 
U. During most of the main game, the two DS screens are used 
in tandem, and there just isn't a very good setup that allows 
access to the controls while also letting you appreciate the 
visuals. Your best bet is to have the TV display the top screen 
and the GamePad the bottom, but even that isn't 
a particularly ideal solution. - DAVID 
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TheStory Continues 


maestDAYScAMELori 7 GOLDEN SUN: THE LOST AGE 


known primarily as the developer behind Mario’s Golf and Tennis outings, but 
the studio’s roots are founded in a different genre entirely: JRPGs. Its first such 
adventure for a Nintendo console was Golden Sun, an early Game Boy Advance 
epic that told the tale of four young warriors on their quest to prevent the lost 
power of Alchemy from being restored to the world. The game remains one of 
the handheld’s most stunning achievements, but it was only a fragment of the 
tale that Camelot intended to tell. A year later, the developer released this 
follow-up, Golden Sun: The Lost Age. Like the original, Lost Age is a thoroughly 
traditional JRPG, but it’s nevertheless a beautiful and satisfying sequel to one 
of the GBA's best titles. 

The game begins immediately following the events of the first Golden Sun. 
(Spoilers ahead.) Despite defeating Saturos and Menardi in a climactic final 
battle atop the Venus Lighthouse, Isaac and his friends fail to prevent them 
from lighting its beacon, which unleashes a surge of power that sends Felix and 
the remaining members of Satorus' group adrift to the continent of Indra. Here, 
the narrative shifts its focus to Felix's party, following them as they continue 
their quest to light the remaining two lighthouses and restore Alchemy to the 
world. 

Right from the start, Camelot makes it clear that Lost Age is not so much a 
sequel as a direct continuation of the first Golden Sun - but this unfortunately 
makes the game fairly inaccessible to those who never experienced the 
original. The opening chapter in particular can be overwhelming, as the game 
assumes you already have a familiarity with its cast and offers little in the way 
of a recap for newcomers. 

Narrative issues aside, Lost Age is another finely crafted JRPG. The game 
plays identically to its predecessor, albeit with some notable enhancements. As 
before, you'll need to harness your team's Psynergy in order to progress 
through the world. Unlike most RPGs - which typically restrict magical spells to 
combat - Lost Age allows you to cast them in the field, and many of the game's 
puzzles hinge on Psynergy. These types of obstacles appear frequently 
throughout your journey, and the title introduces a steady stream of new spells 
in order to solve them, making exploration consistently enjoyable. 

Lost Age also expands on the series' Djinn system. As in the first game, 
you're able to equip your characters with the elemental creatures, altering 
their classes and bestowing them with new skills and attributes. You can also 
combine Djinn in the midst of battle to unleash spectacular summons. 

Ultimately, Lost Age's biggest failing is its similarity to the original Golden 
Sun, but that's hardly a complaint when both games are such enjoyable adven- 
tures. Play the first game first, of course, but then keep the story 
going here - so that you experience the whole tale in the way 
it was meant to be told. - KEVIN K. 
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The Friend Zone 


HARVEST MOON: FRIENDS OF MINERALTOWN 


THE FIRST TIME I experienced the original Harvest Moon was during a sleep- 
over at a buddy's house; in a single sitting, we stayed up the entire night 
playing it! There was something joyously original and addictive about the 
quirky SNES farm sim (or maybe I was just smitten with trying to win over 
Nina), and it immediately became one of my favorite titles on the system. Since 
then, there've been around 30 sequels, ports and spin-offs to pick from. With 
such a bountiful harvest of more recent games, is the GBA's Friends of Mineral 
Town still worth going back to? 

In a word, absolutely! While many game sequels are strict improvements on 
their predecessors, most HM follow-ups tend to take one step forward, one 
step Баск... and one step sideways. With each new installment there seems to 
be something missing, be it a broken economy or a lack of features. That wasn't 
always the case, though: The first few games in the series seemed to only build 
upon previous titles and correct earlier mistakes. 

FoMT does exactly that, and as someone who missed out on its original 
release, I've had a wonderful time going back to the homestead for good 
farming fun. As in many of the original titles, you play the role of a farmer who 
inherits a fixer-upper estate. You start with practically nothing and eventually 
can amass a full set of tools, valuable veggies, food-producing livestock and 
even your own gnomish farmhands who do the dirty work for you. When you're 
not watering your crops and petting your cows, you're free to wander about 
town attempting to make friends (or more!) with the locals. 

It's all familiar stuff to anyone who's played a game in the series before, but 
FoMT stands out for hitting an excellent balance with doling out rewards at 
regular intervals. Just when things start to get a little tedious, the game will 
surprise you with an awesome new tool, a quirky town festival or a romantic 
meet-up with a local gal you've had your eye on. It absolutely captures that 
addictive nature of the first game and the sublime Harvest Moon 64 before it. 

In fact, you'll be seeing almost the entire cast of HM64 again. However, their 
jobs and backstories are shuffled around a bit, so it's akin to meeting old 
friends in a new way (like in Majora's Mask). The game runs pretty deep with its 
characters, ensuring that you'll never see everything it has to offer in a single 
playthrough, so hardcore HM fans will have a lot to like here. 

It does take a bit of time to get started, though; your lack of cash, low 
stamina and tiny rucksack will make for a frantic first hour or two when it 
seems like there's not enough time in the day to get things done - but the early 
frustration does make the growth into a competent farmer more rewarding. 

By and large, FoMT didn't reinvent the wheel for Harvest Moon, but if you've 
been itching for a solid, traditional farming sim that's done well in just about 
every aspect, look no further. After so many different takes on the series, 
sometimes it's nice to go back to its roots. - MATTHEW 
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Еуеп Моге Жак! 
ADVANCE WARS 2: BLACK HOLE RISING 


ADVANCE WARS 2 wasn't a standalone release in Japan - instead, it was 
included on a GBA cart that contained both the first and second games in the 
series, effectively joining the two titles into one long, continuous turn-based 
strategy adventure. In retrospect, that might have been the best way to experi- 
ence Advance Wars 2, as anyone who goes into the game expecting it to be 
anything but "more of the same" will be initially disappointed. Much of the 
graphics and music here are taken directly from the original Advance Wars, 
though smatterings of new content are gradually rolled out as you go. 

The first three or so stages work as a tutorial for those who've never played 
the series before, and will be particularly tedious for those who are already 
well-versed in the ways of Advanced Warfare. After that, the pace picks up 
pretty quickly. Nearly every type of battle unit from the original game will be at 
your disposal soon enough, joined by an all-new six-legged super tank that 
really packs a wallop. 

There are also all-new types of objectives and problems to solve, like finding 
secret plans in a local town by capturing it, destroying a stationary pipeline 
carrying money and supplies to an enemy country and even taking on boss-like 
mega cannons that are capable of firing on you from quite a long way away. 

Picking up directly after the first Advance Wars, this slightly more gritty and 
grim sequel tells the story of the nearly united Wars World, where almost every 
nation becomes playable in an ongoing battle against a common foe: the Black 
Hole army. After becoming reacquainted with Nell, Andy, Max and Sami (the 
heroes of the original Advance Wars) for a few stages, the world map opens up, 
allowing control of multiple Commanding Officers from three separate conti- 
nents, most of whom players of the original Advance Wars will remember as 
former enemies. The good news is, now your enemies are your friends! If only 
real war was this amicably anime-flavored. 

From there, the game takes a non-linear approach to stage selection, 
though savvy players would do well to give forethought to whatever war 
scenario they may be jumping into next. Each CO has different strengths and 
abilities, not unlike the roster of a fighting game, so patiently learning how to 
best leverage the skills of each commander may take some time. 

Also like in many fighting games, Advance Wars 2 allows COs to unleash a 
special power after they've charged their star meter through the act of battle. 
New to this entry is the ability to charge even more star meter for an even 
bigger super move. It's a small gesture, but any new wrinkle to the tried-and 
true military turn-based strategy formula can help make each moment-to- 
moment decision a little more interesting. The trick is to not have so many vari- 
ables that battles feel unfair or unwieldy! Advance Wars 2 is about as close to 
the perfection of that formula as we'll probably ever get. - JONATHAN 
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Mr. lwata's Puzzler 


ADVENTURES OF LOLO 


LATER ON IN this issue you'll flip into the Retro section and get to read about 
some of Mr. Iwata's lesser-known games from early in his career, and you'll also 
get more info on his contributions to major franchises like Super Smash Bros., 
Kirby and Pokémon - which you could have already guessed just from seeing 
the cover. Adventures of Lolo here is a middle-ground Iwata game, though. It's 
not mega-popular, as it's not getting sequels any more (though it should). It's 
also not been totally forgotten and left to live only on aging cartridges from the 
'80s, since it's had enough recognition to make the cut for Virtual Console re- 
release three times over now. It's hovering somewhere in-between the obscure 
and the household names. 

But let's try to raise its profile a little higher, shall we? 

Adventures of Lolo is a wonderfully creative NES-era puzzler that Mr. Iwata 
helped bring to life during his days as an employee at HAL in the "805. Its series 
lineage is a little hard to pin down, as the Lolo games weren't exclusively made 
for Nintendo platforms and they went by the name "Eggerland" to begin with — 
but wherever this installment falls in the overall history of its franchise, it was, 
for English-speaking players in the States, the first game we got to play starring 
the hero who is, perhaps, the least dynamic protagonist in the NES library. 

Lolo doesn't run. He doesn't jump. He doesn't get equipped with multishot 
spreader guns to blast aliens into oblivion. He simply walks at a casual pace, 
strolling around single-screen puzzle rooms to push blocks, pick up hearts and 
slowly make his way up through a 50-stage tower to rescue the kidnapped 
Princess Lala. 

Yes, Adventures of Lolo is 8-bit puzzling at its most pure - but Lolo's slow 
manner of shuffling around the screen doesn't mean there's no real action 
here. Rather, his low top speed heightens the tension when enemies give chase 
- which happens frequently, and most often after you direct him to grab the 
final Heart Framer in a given room. Much of the puzzling, then, is in planning 
out in advance how you're going to deal with the enemies around you when 
they finally decide to wake up and go on the offensive. You carefully take stock 
of the blocks and other features of the room you're in, often doing what you 
can to box in your foes while maintaining a clear path to the exit door. 

Lolo isn't all block-pushing, though. He'll occasionally be granted limited 
items like a bridge segment that can be placed over a water tile, or a hammer 
to bust a rock that's hiding a Heart Framer. At his most powerful, Lolo gains the 
ability to fire out egg-shaped shots that can encase his enemies in, well, eggs. 

Adventures of Lolo was a personal favorite of mine as а child, and I’m 
thrilled that it's still available for purchase today. If you love puzzlers, 
you've got to try it! It's not the most obscure game Mr. Iwata 
worked on, but it still deserves more attention! - LUCAS 
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Flap Through the Darkness 


BADLAND: GAME OF 
THE YEAR EDITION 


BEYOND THE HAND-PAINTED, 
silhouette-styled visuals somewhat in the vein 
of NightSky, the first things that come to mind 
when you sit down to play Badland are 
perhaps not the most flattering two words you 
could utter in sequence: "Flappy Bird." 

If you're familiar with that particular 
mobile phenomenon (and all the clones to 
follow), then you've already got a basic grasp 
of what Badland is like at a base level. 
However, once you begin to peel back the 
layers, what you'll discover is something much 
deeper and involved than that hotbed of 
cribbed assets. 

As noted, the basics are much the same: 
You move from left to right, avoiding 
obstacles by tapping a button to make your 
choice of Clony character flip-flap its way past 
a host of obstacles. Unlike the Flappy game, 
you're also given the option of simply holding 
the button for a continuous flap and using the 
D-Pad or analog stick to further control your 
movements, while the obstacles are more 
complex than a mere series of gap-filled 
pipes. By this point, we're right around 
Balloon Trip territory (fittingly enough, given 
this issue's theme). 

While some obstacles are lethal to the 
touch, others are there simply to slow you 
down for long enough to allow the auto- 
scrolling edge of the screen to catch up, 
sending you back to the last checkpoint. For 
many of these, you'll need to acquire different 
power-ups placed along your path - some 
avoidable and useful, others nigh-unavoidable 
and cumbersome - in order to proceed. In one 
instance, you'll need to shrink your Clony to a 
size that will fit through a very narrow gap; in 
another, you'll need to fatten it up so that it 
can muscle its way through heavy barriers. 
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Along the way, you'll attempt to pick up 
more Clonies before reaching the end of the 
level. It's not required to proceed, but you 
may be inclined to return for them. (Just know 
that despite shadowing your movements, they 
tend to die off far more easily.) 

In addition to the single-player's 100 levels, 
there are also some options available for 
those who would like to bring friends along for 
the ride. Playing cooperatively, up to four 
players can work together to try to push 
through and reach the end of each stage. 
Along the way, someone is likely to die; fortu- 
nately, this is only semi-permanent so long as 
another player picks up an item that returns 
their fallen fellow Clony back to the fold. 

Alternatively, you've got the Deathmatch 
mode, which is really more of a race. As the 
aforementioned screen edge closes in on you, 
your objective is to keep ahead of it at any 
cost - including sacrificing the lives of your 
fellow Clonies, as the last one to survive wins. 
These extra modes aren't bad, but the real 
meat is in the single-player campaign mode, 
and you'll soon find yourself back there. 

On a base level, Badland does resemble 
Flappy Bird to a degree, but it's really so much 
more than a clone; it truly takes the concept 
to a new and appreciable level. The graphics 
and music possess a dark charm and atmo- 
sphere about them that need to be seen and 
heard to be fully appreciated, and the 
obstacles continue to provide new challenges 
that keep you on your toes. 

All in all, whether 
you're a fan of Flappy 
Bird or Balloon Trip, 

Badland's worth 
checking out. - DAVID 


Defeat Yourself! 


EXTREME EXORCISM 


IN BADLAND, CLONES are your allies. In Extreme 
Exorcism, they're exactly the opposite. In this game, you are 
your own worst enemy. 

Mae Rollins is the best of the best. She's a ghostbuster, 
and nobody's better at busting ghosts than her. Whereas 
other wimpy spirit mediums conduct seances to communi- 
cate with wayward phantoms, she simply tracks down rogue 
poltergeists and pummels them in their incorporeal faces. 
Or blasts them with a shotgun. Or fires off a few rounds 
from a grenade launcher in their general direction. 
Whatever works to send them screaming back into the 
aether, really. She's not picky about her weapon selection. 

Mae's career as an exorcist is moving along swimmingly 
until, one day, she's called in to de-haunt a particularly 
stubborn haunted house. Here, the ghosts never seem to 
leave for good - when one is busted, another takes its place 
immediately. (And the busted one comes back too, just out 
of spite.) 

In gameplay terms, Extreme Exorcism takes that idea 
and has it play out like so: In Round 1 in each single-screen 
action stage, Mae has just one target to take out. Simple 
enough. But in Round 2, a second ghost appears that pre- 
cisely mimics the movements Mae made in the first round. 
In Round 3, there's a third. In Round 4, a fourth, and so on 
and so forth - eventually the screen is crawling with past 
versions of yourself, taking the same actions you just took a 
few seconds earlier. 

If you ran to the left side of the screen, grabbed a gun 
and fired it to the right, then in the next round you'll have 
to figure out a way to defeat a ghost of yourself that's 
running to the left side of the screen, grabbing a gun and 
firing to the right. And then you'll have to defeat yourself 
taking whatever action you took to defeat your other self, 
and on and on. It gets really hectic, really crowded and 
really intense, really fast. 

And | love it! This core concept of combatting your own 
clones is so original and strategically deep that it's a joy to 
play each different stage and challenge scenario the game 
lays out for you, and there are dozens of them. There's also 
multiplayer support for up to four players simultaneously, if 
you want to add even more depth to the design by having 
human control added to your opponents. 

If you don't download this game, ІЛІ send 
a clone of you to smack you. - LUCAS 
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Run the Rainbow! 


RUNBOW 


RUNBOW IS A playable Skittles 
commercial. It's goofy, it's packed 
full of groaner jokes, it's all about 
rainbows . . . think there was a 
missed opportunity for a killer 
cross-promotion here, guys. 

If you read our preview feature in 
our last issue, you already know the 
basics of Runbow - feel free to skip 
ahead a bit. For anyone else just 
joining this show already in progress, 
here's the scoop. 

Runbow takes place in a world of 
vibrant color. Hues and Vals (a.k.a. 
guys and gals) of every shade and 
tint inhabit this land of luster, and 
they're all also quite competitive 
with each other - when everyone's 
such a shining standout, it's a true 
challenge to truly set yourself apart. 
So the Hues and Vals challenge each 
other all the time, to all kinds of 
competitions. Races, fistfights . . . 
probably a Double Dutch tourney 
from time to time. You get the idea. 

More than just earning bragging 
rights over their fellow colorfolk, 
though, the Hues and Vals who rise 
above all the others win the right to 
appear immortalized on movie 
posters. This is the highest honor in 
the Runbow world! They desire 
nothing more than to be rendered 
front and center on an epically 
awesome piece of wall art that 
everyone can admire. 

Well, except Satura, that is. She 
wouldn't admire it. She wouldn't 
compete! She wouldn't even be 
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invited to, because she's the only 
person to ever be born colorless in 
this world - and like Rudolph being 
ostracized from his reindeer games, 
the Hues and Vals never invite 
Satura to take part in their fun. 

So she becomes a supervillain, of 
course. 

In the single-player mode, it's up 
to you to stop Satura, as she's kid- 
napping Hues and Vals (not cool). 
You're presented with a grid-like 
stage selection screen and must 
Clear platforming challenges one 
grid position at a time, making your 
way to Satura's boss squares to find 
her and knock her out cold. 

The platforming would be normal 
run-and-jump fare, except for the 
fact that the color in this world is 
constantly shifting – and every time 
the background color of a stage 
changes, all the platforms of that 
same color in the foreground 
disappear. It's a challenge of 
timing, all the time. Need to 
jump on that blue bridge? 

Better make sure a background 

of blue isn't about to come out, 
because then you'll fall into the 
water below. Stuck behind a yellow 
wall? Wait just a few seconds, 
because the next yellow shift will 
make it phase out temporarily, and 
then you can hop past it to move on. 

If it sounds simple, it's really, 
really not. Runbow messes with your 
brain, as you're forced to think dif- 
ferently than you've ever had to 
before, through three decades of 
past platforming games. It can be 
tough. 

And often insultingly so! If you 
mess up (and you will), Runbow will 


mercilessly make fun of your failure. 
Seriously - the loading screen that 
pops up after you die always has 
some simple, written-out, groan- 
inducing slam to make you feel bad. 
"Did you forget the jump button?" 
"My grandma is better at this game 
than you." That sort of thing. 
Personally, | think those moments 
are Runbow's worst. While the devel- 
opers certainly intended them to be 
playful jabs the likes of which friends 
would lob at each other, they come 
across all wrong out of that context. 
If a game that I'm playing for fun is 
going to insult me for playing it, I'm 
not going to play it for long. There 
are plenty of other great games to 
play for me to spend time on one 
that's disrespecting its audience. 
Can you tell that part rubbed me 
the wrong way? Well, the solution's 
simple enough: Just don't play alone. 
Runbow was designed first and 


foremost to be a multiplayer experi- 
ence, and its entire atmosphere 
comes across so much better when 
it's not just you on the couch. With 
buddies in attendance (up to nine 
players can play at once!), moments 
of failure resulting in playful jabs at 
your ineptitude enhance the fun 
instead of taking away from it. 

There are several multiplayer 
modes on offer, from simple plat- 
forming to battling it out against 
each other in arenas. You can also go 
online, but finding randoms to run 
against is tough with everyone 
Splatooning or Super Mario Making 
with their online Wii U time these 
days. If you can coordinate meet-ups 
with distant friends via social media, 
you can all have a blast. 

Just remember to invite everyone, 
or someone who feels left out might 
go supervillain on you. - LUCAS 
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ім 1999, MR. МАТА DEVELOPED А SET OF PROGRAMMING 
TOOLS FOR POKEMON GOLD AND SILVER THAT ALLOWED 
FOR THE COMPRESSION OF THE GAMES! GRAPHIC CODING-- 


тукт 
| 


/ 


--THE RESULTS ОҒ WHICH ENABLED THE ENTIRE 
KANTO REGION FROM POKEMON RED AND BLUE 
ТО BE INCLUDED, EFFECTIVELY DOUBLING THE 
SIZE OF THE GAME. 


w-wow!! 
THAT'S 
AMAZING! 


THANK ‘You! 
IF YOU LIKE 


SHOULD 
SEE WHAT | 
DID LAST 


——————————————————————————————————————————————————————————— 
IN 1998, MR. IWATA ANALYZED THE BATTLE PROGRAMMING FROM POKEMON RED AND BLUE AND USED HIS 
FINDINGS TO PROGRAM THE FIRST POKEMON STADIUM GAME FOR THE NINTENDO 64. HE DID THIS IN A WEEK'S TIME. 
-THÀNK YOU, MR. МАТА!- 
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Ме. МАТА 5 Ми FIGHTER 
Honor his memory by swordfighting in Smash! 


OVER THE PAST year, we've recommended a couple of different Mii 
Fighter options for you to use to expand your Super Smash Bros. playable 
roster: our Captain NF character as a Gunner, and Nikki from Swapnote as 
a Swordfighter. But trumping any other custom character that you could 
choose to use in Smash has to be the original Mii Swordfighter, Mr. Iwata. 
Why is he the original? Because it was in a promotional video during 
Nintendo's E3 2014 Digital Event that Mii Fighters were announced for 
Smash in the first place, and the footage featured Mr. Iwata and Reggie 
Fils-Aime going toe-in-toe as their digital selves. Reggie was a Brawler in 
Mii form, but Mr. Iwata unsheathed a sword and set about the task of 
carving up his competition. (Until he needed a little help from a Mario 
amiibo to even things up.) 
Scanning the QR Code 
here will give you Mr. 
Iwata's Mii character, and 
then you can load it into 
Smash to make a sword- 
wielding Mii Fighter. There 
isn't an "official" moveset 
for him, as the E3 video 
showed him using two dif- 
ferent Down specials in 
the same fight (which 
can't be done in the final 
game). So just pick the 
moves you like the best! 


CLASSIFIED 
INFORMATIC 


SUPER 
MARIO MAKER 


UNLOCKABLE SECRETS 


Save some time (and money) by using these methods. 


SUPER MARIO MAKER is packed with fun little secrets. First up? The 
nearly 100 different costumes Mario can wear when he nabs a Mystery 
Mushroom. A handful are unlocked from the start (the Goomba, Question 
Block and Springboard), and tapping any amiibo to the GamePad will 
instantly grant you that character’s likeness as well. But if you haven’t 
spent the cash on a complete amiibo collection? No worries! All of the 
outfits can be unlocked by completing the 100 Mario Challenge mode, as 
you're granted one as a reward each time you finish. (Though you won't 
be able to just pick the Easy setting every time – there's a limit to how 
many costumes the lower difficulties will grant you.) 

There's one costume with a special unlock condition, though: Builder 
Mario. He can only be added to your array of outfit options if you success- 
fully clear the game's hidden Fly Swatter minigame — which is itself 
another Easter egg! It's also known as "Gnat Attack," and it's returning 
from its first appearance in 1992's Mario Paint. Getting to play it is tricky, 
though. While playing around in the editor mode, you'll sometimes see 
three flies pop out from underneath a block you've moved - tapping the 
flies then launches the minigame. But the frequency with which those 
flies appear is very low, so a more reliable method is to just let the game 
sit with the controller untouched for about 15 minutes. Then the game 
will go into its screen-darkening rest mode, and when you wake it back 
up, the flies will be there swarming. Good luck taking on the minigame! 

How about the wacky "CRT Mode" normally only available through use 
of the 8-bit Mario amiibo figures? It can be accessed without the toys too, 
as you can just hold Down, A and B together while a stage loads to boot it 
into the old-school ’80s television visuals. 

Finally, if you want to earn access to the "Weird Mushroom" that 
makes Mario tall and skinny, you'll first need to beat all the 10 Mario 
Challenge courses. Doing that will unlock the Nintendo World Champion- 
ships 2015 courses, and then clearing them will grant you the power to 
add the Luigi-ish 'shroom to your levels by shaking a Super Mushroom. 
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MY FRIEND HAS A SWEET SHIRT AND RAD 
SHADES IN SUPER MARIO SUNSHINE. 


HOW DO 1 ACQUIRE HIS STYLE? 


SUBMITTED BY JORAKO 


І RECENTLY WENT back to re-experience Super Mario Sunshine 
a few years ago, and this question gave me have another excuse 

o go back and play it again . . . so first off, thanks! It's actually a 
really easy question to answer, as your goal is to acquire 30 Shine 
Sprites and talk to the sunglasses vendor, a Pianta who's sitting 
under an umbrella on the Delfino Plaza beach (and he can also be 
ound inside most of the other areas too, usually near the starting 
point). Appropriately enough, he's wearing sunglasses himself, 
along with a green outfit. He'll give you those rad shades. 

The sweet shirt is something you'll have to earn a bit later, as 
hat same vendor sells it only after you've beaten Bowser, the 
final boss of the game. All in all it should take you around 10 
hours to get to the last zone, depending on how many Shines you 
earn along the way. It's important to note that you do not need a 
certain amount of Sprites to enter Corona Mountain to fight him — 
you simply need to earn the Shadow Mario Shine in the previous 
Seven zones. 

Also, don't get your hopes up in regards to the Hawaiian shirt 


and shades, as they don't actually offer Mario any added function- 


ality (no enhanced jumping ability or anything like that). Instead, 
the screen will simply become slightly tinted, to mirror the effect 
of wearing sunglasses. And, for safety's sake, the vendor won't let 
you wear the shades if you're in a night level. It'd be too dark! 


I ALSO HEARD YOU CAN UNLOCK SOME 
SWEET SHADES IN STAR FOX 64 
(AND STAR FOX 64 3D). HOW? 


SUBMITTED BY JORAKO 


THE UNLOCK CONDITIONS for the sweetest 
shades in the Lylat System are actually quite 


simple, but the process is anything but! To get 
them, you'll have to collect every single medal in 
the game, which might take some time. For 
starters, you'll need to kill enough enemies in each 


level to even qualify for a medal, and every one of 
your squadmates must be alive at the end of each 


mission. 

Over the years fans and guides have shined 
some light on exactly how many enemies need to 
be shot down per level, and the number ranges 
from 50-300. It's important to be vigilant and nail 
as many foes as possible, but you also want to be 
aware of when your squadmates are on the screen, 
SO you can assist them first and foremost. If one of 
them happens to get downed, or you really screw 
up a portion of a mission at the start, it's best to 
just restart the entire level so you can get it right. 
Save bombs for big formations (not bosses), and 

make sure you use your charged shot often. 


Once you get every medal, you'll be able to 
don the sunglasses in both the 64 and 3DS 


versions of the game by pressing right or left on the 
game's main menu. Many people speculate that, 
with the shades on, you're actually playing as Fox's 
father, James McCloud - and the death of James is 
actually an uncertain plot point in the series. James 
has returned from the grave to help out his son on 
a few different occasions, but it's entirely possible 
that Fox may just be seeing things. Or maybe 
there's an actual ghost pilot that exists, watching 
over him? Whatever the case may be, the glasses 
are merely an aesthetic upgrade, so they won't 
grant you special fighter pilot powers or anything! 
Instead, wearing them will enable you to play 
the game's Expert Mode, which is ripe for multiple 
playthroughs after returning to the game periodi- 
cally. The key difference here is that your Arwing 
will basically cripple itself if it comes into contact 
with any surface - and enemies will be greater in 
number, while also doing more damage. In addition 
to the added difficulty, you'll also unlock the Sound 
Test mode, allowing you to listen to any piece of 
music in the game whenever you like. Expert 
Mode's a lot of fun, so make sure you try it out! 


THE ROLLGOAL MINIGAME IS 


SO HARD! HELP! 


SUBMITTED BY JORAKO 


ROLLGOAL IS INDEED a game that's tough both in Twilight Princess and in real 
life, in the form of the popular Labyrinth tabletop game. The key principle here is the 
same: patience. It's natural to feel the need to rush it, but you'll want to take your 
time and focus first and foremost, taking it slowly at all times. 

This goes double for the timed sessions that occur later on. For the most part, you 
don't need to rush to beat the timer. Instead, maintaining a slower pace will still 
ensure that you reach the goal on time, so basically try to ignore the clock altogether. 

Alternatively, as a friend of mine showed me years back, you can put your Wiimote 
on the ground and just tilt it slightly, rather than holding it out in front of you with 
your arm extended. You don't necessarily even need the Nunchuck, as it only controls 
the box's camera angle. 

The rewards aren't all that great, though (a lure for beating the first set of levels, 
and max Rupees plus the power to play any level you want), so if you just can't do it, 
don't go crazy. One day, try it in the GameCube version if the Wii Remote is too tough! 


Confirm 


I JUST CANT SEEM TO FIND OUT HOW TO GET 
ONTO THE GHOST SHIP IN THE LEGEND OF 
ZELDA: THE WIND WAKER HD! HELP! 


SUBMITTED BY JORAKO 


THE GHOST SHIP is one of my favorite parts of Wind 
Waker! But if you don't know the process for both locating it 
and boarding it, the entire affair can be maddeningly diffi- 
cult. So, first things first — you'll need to obtain the Ghost 
Ship Chart to be able to go aboard, which is tucked away on 
Diamond Steppe Island. It's located in the lower-left corner of 
the map, one square above the absolute corner, which is 
Horseshoe Isle. You'll need the Hookshot first and foremost 
to get to the inside portion, which happens to be a small 
maze with a host of wrecked ships, cluing you in to the con- 
nection to the Ghost Ship. 

The maze is relatively straightforward, so just hop in the 
pots (initial pot, straight, back right, back left). You don't 
need to use the sticks available to burn the tops off of the 
pots, nor do you need to kill the enemies in the maze itself. 
Just run through and hop in with the proper order, and you'll 
reach the chart in roughly 30 seconds. Not bad! Now you 
have to actually find the Ghost Ship. 

If you happen to be near the ship, clouds will start to 
appear, and a special tune will play. If you can't locate it and 
want to "cheat" (kinda but not really), you can just look at the 
actual Ghost Ship Chart that you obtained from Diamond 
Steppe Island. It details the lunar cycles, which in turn will 
influence where the ship is currently wandering. The seven 
locations are as follows: Crescent Moon Island, Spectacle 
Island, Greatfish Isle, Star Belt Archipelago, Five-Star Isles, 
Bomb Island and Diamond Steppe Island itself. Once you find 
it, make sure you take a Pictograph! 

By using the chart, you'll locate the ship in no time, at 
which point you can board it as normal - finally! Once you're 
there, enemies will flood the ship, and you'll need to defeat 
them. When they're all bested, you'll unlock your reward, the 
Triforce Chart. 


That's . . . basically it when it comes to the 
Ghost Ship. You'll be knocked unconscious 
afterward, and the ship will never return in that 
particular playthrough. 

As an aside, you should take some time to 
explore the ship before you actually go and 
take the chart, as it contains a few tiny extras 
that you might enjoy. For instance, try looking 
at the painting inside both close-up and at a 
distance, and try looking up at the ceiling as 
well. You'll have to replay the entire game to 
return, so make your time there count! 
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Why, hello there! My name is Whisper. 
| am a Yo-kai. Charmed to meet you. 


YO-KAI WATCH 


Will it be the next big craze? 


GET READY FOR November 6! That's 
when Yo-kai Watch comes out on 3DS 
in America. It's the hottest thing in 
Japan right now, and when it launches 
here, Yo-kai Watch will bring with it a 
cartoon show and tons of merchan- 
dise. Are you ready? Let's go! 

Alright, l'Il slow down. You're 
probably wondering just what in the 
world Yo-kai Watch even is. Well, it's a 
national phenomenon in Japan - but 
in America, there are lots of unknowns 
associated with it. The cartoon show 
will be coming over from Japan on 
Disney XD first (on October 5), but for 
the purposes of this here video game 
magazine, we're going to focus on the 
Nintendo-published 3DS game coming 
out just a few weeks later. 

The series debuted in Japan in 
2013, and very quickly, it became a 
pop culture force. If you were to go to 
Japan right now, the influence of the 
brand would be evident, as the Yo-kai 
are everywhere - from TV to street 
corners, and even in advertisements 
for banks. In terms of scope, size and 
influence, Yo-kai Watch is essentially 
the 2010s version of Pokémon. And if 
all goes well, the series will be just as 
big in North America! 

Like Pokémon, Yo-kai creators 
Level-5 took their time to get the 


series ready for an audience outside of 


Japan. While Nintendo doesn't handle 
the games directly in Japan, the 
company is working with Level-5 to 
bring at least this first one to America, 
complete with Nintendo's crack team 
of localizers at the Treehouse working 
on translating its text. 

But enough about the background! 
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What about the story of the game? 
Yo-kai Watch stars Nate Adams (or a 
female heroine if you so choose), a 
young boy who one day stumbles upon 
a weird capsule machine in a forest 
that summons Whisper, a ghost butler 
who is, as Nate soon finds out, a 
Yo-kai. (Yo-kai, according to Nintendo, 
aren't spirits or ghosts; they're just 
Yo-kai.) Whisper introduces Nate to 
the world of Yo-kai, giving him a 
Yo-kai Watch (get it?) that lets him see 
other Yo-kai in the world. The crea- 
tures do have ghost-like properties, as 
they are unseen entities that haunt or 
annoy people. A lot of the game is 
based around searching for hidden 
Yo-kai and dealing with them to help 
people out. 

As a matter of fact, the E3 2015 
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demo for Yo-kai Watch showed off just 
that. Nate began in a town where he 
had to go and find three different 
Yo-kai that were causing trouble. 
When Nate caught and revealed them, 
he entered a battle. Yo-kai Watch's 
battling system definitely draws from 


RPGs, but it has an active take on it. 
When you enter a battle, you go into 
it with a team of six Yo-kai. 
Three of these are active at 


once, and all of them are represented 
on the touchscreen by a dial that you 
can rotate to change your active 
lineup. Each Yo-kai builds to a special 
attack that then triggers a random 
minigame, which can range from 
spinning a wheel on the touchscreen 
really fast to tracing shapes 
quickly. The battle 
System seems to be 
initially simplistic, but 
gets deeper later on 
as you build up 
your roster of 
Yo-kai. 


Yo-kai level up and evolve after 
enough successful confrontations, and 
they come in eight different classes - 
each with their own strengths, weak- 
nesses and unique traits. Some Yo-kai 
must be found and befriended in 
order to beat the game, while most of 
them are acquired in sidequests. Much 
like Pokémon, there is an overarching 
goal of collecting all of the Yo-kai, 
including several legendary ones. 

While Nintendo's official line is that 
the Yo-kai "are just Yo-kai," they do 
appear to be very similar to ghosts in 
most cases - they all seem to have 
some sort of tragic past, even retain- 
ing memories of the people or crea- 
tures they used to be before they met 
their demise and became Yo-kai to 
begin with. But unlike ghosts, the 
Yo-kai come with all different shapes, 
sizes and personalities. 

My personal favorite is Manjimutt — 
he looks like a little poodle but has an 
old man face. It's the weirdest thing. 
There's also Hungramps, who looks 
like a grandpa and makes people feel 
hungry; Noko, a good-luck-bringing 
snake, complete with a four-leaf 
clover on his tail; Komasan, an ice- 
cream-loving dog; and many, many 
more. Every character features more 
human-like development than a lot of 
Pokémon (though from what we know, 
that shines through more in the anime 
than it does the game). Each Yo-kai 
has much more of a personal story, 
making them each unique - instead of 
them being just another member of a 
species like Pokémon are. 

It's worth noting that the version of 
Yo-kai Watch we'll be playing this year 
is based on a 2013 release. Since the 
game debuted in Japan, three follow- 
ups have already launched, including 
two versions of Yo-kai Watch 2 in 2014 
and a spin-off title called Yo-kai Watch 
Busters earlier this year. Yo-kai Watch 
3 15 set for a 2016 release in Japan, as 
well as two other spin-offs, one based 
on the Romance of the Three 
Kingdoms series and the other a 
special Yo-kai version of Just Dance. 
That's right: Yo-kai Watch is so huge in 
Japan that Ubisoft is partnering with 
Level-5 for a Just Dance crossover! 

But here in North America, we're 
starting simple. The first game debuts 
here on November 6. In a few weeks, 
we'll all find out if this Japanese phe- 
nomenon can translate its success into 
other languages! - NEAL 
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Like Pokémon, the Yo-kai Watch 
franchise has hundreds of differ- 
ent characters to encounter - and 

it can be hard to keep track of 
them all! So here are just a few to 
get your knowledge started. 


WHISPER & 
JIBANYAN 


The two most prominent Yo-kai 
around and key stars of the anime. 
Whisper’s the first Yo-kai Nate 
encounters, a goofy tag-along 
ghost who introduces him to the 
unseen Yo-kai world. And then 
there's the cat who ran out of his 
nine lives, Jibanyan, who's essen- 
tially the Pikachu of this brand. He 
got run over by a car, but he won't 
let that stop him from fighting! 


WALKAPPA 


Many Yo-kai are based on the 
folklore of Japan, and kappas are 
key fixtures of that fiction. 
Walkappa's one of the first Water- 
type Yo-kai you'll encounter – an 
elemental affiliation which should 
come as no surprise! 


TATTLETELL 


Common white ghost? OK. Dead 
cat? Sure. Kappa? Still fine. But 
Yo-kai Watch starts getting weird 
with characters like Tattletell, 
who's an old grandma who blabs 
everyone's darkest secrets. 


DISMARELDA 


Even though they're invisible to 
humans, Yo-kai can have an emo- 
tional effect on the people around 
them - like Dismarelda, who saps 

the joy out of any room she's in. 


PICROSS 3D 2 


An unexpected sequel appears! 


PICROSS IS A prolific style of game that Nintendo has seemingly 
always supported, dating back to the days of Mario's Picross. But 
back in 2010, Nintendo and HAL Laboratory teamed up to make 
the transcendental puzzle game Picross 3D, which took the basics 
of the pen-and-paper puzzler and expanded it into three dimen- 
sions in engaging, interesting ways. 

After the release of Picross 3D, the 3DS came out, and fans of 
the game clamored for a 3DS version. Well, more than five years 
later, it's happening - at least in Japan. On October 1, Picross 3D 2 
(or Rittai Picross 2) will come to 3DS, bringing even more puzzles 
that will challenge your spatial logic and reasoning. At first 
glance, it looks to mostly contain more of the same dynamite 
puzzles from the original. However, it has a few twists. 

First off, when rows or columns are completed, they might be 
"rounded off" to make more interesting 3D shapes. (In the 
original, you would only be making blocky structures with your 
solved puzzles.) The presentation of some of the clues also 
appears to be different. Instead of a square or circle around a 
number representing how many blocks are in a row with spaces 
in-between, the clues are presented more like 2D Picross (e.g. if 
there are two blocks in a row, then one space, and then one more 
block, it'd be presented as "2 1"). Lastly, Picross 3D 2 will also 
support amiibo, unlocking puzzles based off of different mascot 
characters - you can expect Super Mario series amiibo to be com- 
patible, along with Kirby, King Dedede and Meta Knight (since this 
game's being made by HAL Laboratory, after all). 

No plans to release Picross 3D 2 outside Japan have been 
announced yet, but we hope that news will arrive soon! - NEAL 
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THE LEGEND OF 
LEGACY 


CHRONO TRIGGER FANS, watch out - there's a new Frog in 
town! His name is Filmia, he's jubilantly excitable and he's clearly 
the star of Atlus' upcoming The Legend of Legacy on 3DS. 

Well, OK, there are six other heroes you can choose from. At 
the outset of this adventure you could pick to become the roguish 
archer Liber, a treasure hunter who's only out for monetary gain. 
Or Garnet, a holy Templar who's questing to ensure the people of 
the land don't embrace false, blasphemous gods. Or Meurs, an 
elementalist swordsman who can both cut his foes to ribbons and 
summon the forces of nature to destroy them. Or Bianca, or 
Owen, or Eloise . . . point is, there's a lot of options. 

But everyone's totally going to pick the frog, right? 

Regardless of who you select to be your main hero, you'll still 
get to play as the others by encountering them throughout the 
story and recruiting them to take up the supporting positions in 
your adventuring party of three. Then, in battle, you'll get to play 
around with Legend of Legacy's unique spin on classic turn-based 
JRPG combat, as emphasis is placed here on formations - how 
you line up your characters relative to one another will determine 
how you're able to engage the enemy. Will you go for an all-out 
attack approach? Will you leave just one warrior out front to block 
incoming assaults on the others? 

And while I'm always up for a good turn-based battle, even 
more interesting to me is the style of exploration seen in this 
game. The visual style while running around the overworld is like 
a pop-up book, as elements of the environment (like trees or 
rocks) don't pop into view until you get close enough to them. In 
motion, it's dynamic to see - like cutting through a fog of mystery, 
always about to be surprised by what's around each next turn. 

The only thing that isn't the least bit mysterious? My character 
choice. Filmia the Frog Prince is my hero this October! - LUCAS 
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THE PEA 


SNOOPYS GRAND ADVENTURE 


THE PEANUTS GANG - marking their 
65th anniversary this year — will appear 
in their first full-length theatrical movie 
in over 35 years this November. At the 
same time, Activision will be releasing 
Snoopy's Grand Adventure for the 3DS 
and Wii U. Snoopy's no stranger to the 
Nintendo family of systems - he's been 
the main character in many Nintendo 
games since the days of the original 
Game & Watch - but this game makes his 
starring role bigger and better than ever. 

Snoopy's Grand Adventure is a 2.5D 
sidescroller featuring the same visual 
style as the movie, and it involves every- 
one's favorite cartoon beagle traversing 
the wilds of his imagination to find that 
blockhead Charlie Brown and his friends. 
You'll hop across musical staffs in a clas- 
sical music-themed level (complete with 
portraits of Schroeder and busts of 
Beethoven), and you'll explore strange 
temples filled with bunny idols based on 
Snoopy's favorite picture books, for just 
two examples. 

In two-player co-op mode, Snoopy's 
birdie best buddy Woodstock will fly 
behind you - complete with a dotted line 
trail, just like in the comics. (It's unknown 
if and how the 3DS version will imple- 
ment co-op play as of this writing. It 
could be a Wii U-only feature.) 
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Snoopy can also wear costumes that 
grant him special abilities. His Beagle 
Scout uniform will help him bushwhack 
through overgrown jungles, while his 
space suit (yes, he went to space - in 
fact, Snoopy’s the official mascot of 
NASA's safety program) gives him the 
power of lunar gravity high jumps. Of 
course, he'll also be donning his iconic 
goggles and scarf while engaging in 
World War | dogfights in his Sopwith 
Camel against The Red Baron. Given that 
there's over 50 years of source material 
to work with, there are potentially many 
more costume changes for Snoopy as 
well, such as his tennis gear - beagles 
are a sporting breed, after all. 

Since this game ties into The Peanuts 
Movie, the voice cast will be reprising 
their roles for the game. This includes 
samples from the late Bill Meléndez, who 
not only produced many of the Peanuts 
TV specials, but also voiced Snoopy and 
Woodstock. Vince Guaraldi's iconic jazz 
score - including "Linus and Lucy," the 
official theme song of Peanuts - was also 
featured in the game trailer, and hope- 
fully there will be more compositions of 
his (or at least inspired by his work) in 
the game itself. 

Unless it's pulled out from underneath 
our feet at the last second like Lucy 
pulling the football away from Charlie 
Brown, Snoopy's Grand Adventure is set 
to release on November 3. (Just a few 
days after the annual appearance of the 
Great Pumpkin!) - REBECCA 
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POKKÉN TOURNAMENT 


It's confirmed for Wii U! Weve got hands-on impressions 


straight from the 2015 Pokémon World Championships. 


EVERY YEAR AT the Pokémon World 
Championships, The Pokémon Company 
makes some kind of major announce- 
ment. This year, it was that Pokkén 
Tournament - the Pokémon fighting 
game developed by the Tekken team at 
Bandai Namco - would be released 
worldwide on the Wii U in Spring 2016, 
confirming multiple rumors that the 
Japanese arcade game would be ported 
to Nintendo's home console. 

Pokkén Tournament's arcade units 
use a wired controller that has the same 
button layout as the Super Nintendo, but 
with a more modern, ergonomic design, 
unlike standard arcade cabinets with flat 
joysticks and push button interfaces. 
Hopefully, this will encourage the devel- 
opers to include alternate control 
schemes in the Wii U port - like support- 
ing the GameCube Controller Adapter or 
arcade joysticks! 

Graphics in the arcade game are 
extremely detailed and lifelike. Each 
fighting 'mon is rendered in intricate 
style, from their fur patterns to little 
touches like the shine of the gem on 
Weavile's forehead. At the event, stages 
included ancient ruins, a city block, 
inside a volcano and a tiny country 
village, and battles were fought inside a 
force field that expanded after each 
round - eliminating chances for a ring 
out like in Super Smash Bros. Selectable 
fighters included Pikachu, Suicune, 
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Lucario, Weavile, Machamp, Gardevoir 
and Gengar, with various other Pokémon 
such as Eevee and Lapras available as 
assists. (Blaziken is also playable in the 
arcade version in Japan, but was not 
available for the Worlds attendees.) Also, 
Pikachu Libre - a.k.a. Cosplay Pikachu in 
her "toughness" costume - was 
announced to be playable in the Wii U 
version. 

| chose Weavile, a close quarters 
physical fighter — its attacks mostly used 
its long claws to get in multiple fast hits 
on its opponent. Get enough hits on your 
opponent to fill up your Burst Gauge and 
you'll unleash a Burst Attack that will be 
super effective against your opponent. 
Battles are fought in two or three 
phases, and in-between each phase the 
defeated opponent will have their Burst 
Gauge completely refilled, prepping 
them to make a comeback. Burst Gauges 
also let you Mega Evolve if you're using a 
Pokémon with that ability. 

Just like in the main series games, 
each Pokémon had four moves (plus 
their special Burst Attack), and they were 
pulled off using button combinations that 
weren't too complicated - further 
cementing Pokkén Tournament as a 
game even beginners can play. 

Rounding out the Championship event 
was a Pokkén invitational tournament 
featuring eight of America's best fighting 
game players. The winner, Reepal "Rip" 
Parbhoo, won the trophy using (who 
else?) Pikachu. - REBECCA 
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DRAGON BALL 2: 
EXTREME BUTODEN 


The Super Saiyan series surges back to life. 


I THOUGHT I was weary of the endless parade of Dragon Ball Z 
video games. You can only "relive the events of the show" so 
many times, you know? Then two mind-blowing DBZ movies - 
Battle of Gods and Resurrection 'F' - were recently released. Now 
my passion's reignited, and I'm ready to return to the battle stage! 

The latest 3DS installment is Dragon Ball Z: Extreme Butoden, 
developed by Guilty Gear and BlazBlue studio Arc System Works. 
It'S a spiritual successor to the Super Butoden fighting series that 
appeared on Super Famicom - in fact, an untranslated Virtual 
Console copy of Super Butoden 2 is being offered as a pre-order 
gift. (An SNES title on 3DS Virtual Console!? Madness!!) 

DBZ games typically don't feature overly complex fighting 
systems, and Extreme Butoden is no exception. Characters 
execute moves using the same combo strings across the board – 
mash the weak and strong attack buttons for physical techniques, 
then add the special attack button at the end for energy tech- 
niques. Signature abilities like the Kamehameha or Big Bang 
Attack are even easier – hold L while tapping a face button, at the 
cost of a portion of your special meter. 

You can sample the game right now through its eShop demo. 
There are four playable fighters - Goku, Kid Gohan, Vegeta and 
Majin Buu - and you can form teams of up to three at once. The 
final game will include roughly two dozen combatants - including 
Super Saiyan God Goku and Beerus from the new movies - and 
even more assist characters, spanning the breadth of the Dragon 
Ball saga. Imagine going toe-to-toe with Cell as Launch, Bubbles, 
Garlic Jr. and Majuub pop in to mess up the mix! 

Dragon Ball Z: Extreme Butoden will arrive in October. Better 
start training in 100 times Earth's gravity to prepare! - TONY 
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FINAL FANTASY EXPLORERS 


The spiritual successor to Crystal Chronicles? 


WHILE MAINLINE GAMES in the 
Final Fantasy series have become 
something of a rarity on Nintendo 
consoles since the end of the SNES 
era, Square Enix has given Nintendo 
fans plenty of spin-offs of the vener- 
able franchise. Perhaps the most 
notable is Final Fantasy: Crystal 
Chronicles. Originally released for the 
GameCube back in 2004, Crystal 
Chronicles was envisioned as a 
Nintendo-exclusive take on the series 
(not to mention a showcase for the 
system's Game Boy Advance connec- 
tivity), allowing up to four players to 
journey together to save a world 
cloaked in noxious gas. Since then, 
more Crystal Chronicles games have 
appeared on the DS and Wii, removing 
the restrictive multiplayer hurdles of 
the original and improving upon its 
foundation with greater customization 
options and online features. 

Final Fantasy Explorers, the latest 
Final Fantasy spin-off to grace a 
Nintendo console, differs from the 
Crystal Chronicles games in a number 
of ways, but it also shares some 


PUBLISHER: SQUARE ENIX 
DEVELOPERS: SQUARE ENIX & RACJIN 
RELEASE: JANUARY 26, 2016 (NORTH 
AMERICA); JANUARY 29, 2016 (EUROPE) 


40 ISSUE 417: THANK YOU, MR. IWATA 


important similarities. Like them, the 
primary focus of Explorers is multi- 
player (though the game also contains 
a single-player mode for those who 
prefer to adventure by themselves). As 
before, up to four players can band 
together either locally or over the 
Nintendo Network to take on missions, 
which typically involve exploring 
dungeons and battling classic Final 
Fantasy monsters - including the 
spectacular summons that players can 
unleash in the main installments. 
Likewise, the game eschews the 
series' traditional turn-based combat 
for real-time hacking and slashing, 
though the action is a bit faster paced 
than Crystal Chronicles and unfolds 
from a third-person perspective (as 
opposed to the former's isometric 
viewpoint). 

Another element that sets the new 
Explorers apart from its spiritual pre- 
decessors is its job system. Unlike 
Crystal Chronicles, in which your skill 
set was largely dependent on the race 
of your avatar, you're now able to 
assign different classes to your char- 
acter throughout the course of the 
adventure, ranging from classic Final 
Fantasy jobs like Paladin and Black 
Mage to wholly unique ones specific to 


Explorers. These classes add a signifi- 
cant layer of depth to the gameplay, 
as you can mix and match skills 
acquired through your different voca- 
tions. Together with the hundreds of 
pieces of weaponry and armor to 
collect – much of which can be crafted 
from materials dropped by fallen 
adversaries - the game offers а 
wealth of customization options for 
you to tinker around with. 

Also unique to Explorers is the 
Trance system. At the start of the 
game, you're tasked with creating a 
custom character, but you'll soon gain 


the ability to enter Trance mode, 
which allows your avatar to temporar- 
ily assume the form of a past Final 
Fantasy hero. There are several differ- 
ent series icons that you can morph 
into, from fan favorites like FFVII's 
Cloud Strife to older heroes like FFIV's 
Cecil Harvey. Not only does your 
appearance change to mimic the char- 
acter you've channeled, but you'll also 
receive a stat boost and gain access to 
some of their signature abilities, 
allowing you to deal even more 
damage in battle. 

And that's only scratching the 
surface of a game that looks to be 
another noteworthy offshoot of the 
Final Fantasy line! - KEVIN K. 


DRAGON QU 


EVEN IN A country that has spawned 
some of the most iconic franchises in 
all of gaming, few command as much 
respect and admiration among 
Japanese players as Dragon Quest. 
While the role-playing juggernaut has 
never quite attained the same level of 
popularity here in the West, it remains 
a cultural touchstone in its homeland, 
and the announcement of each new 
installment is treated as a national 
event. So it was this past July, when 
Square Enix hosted a special presenta- 
tion to announce the latest entry in 
the illustrious series, Dragon Quest ХІ. 
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Prior to the reveal, there was much 
speculation as to what platform would 
be receiving the next Dragon Quest 
game. Traditionally, the series has 
only appeared on the console with the 
greatest install base of its generation; 
this time, however, Square Enix has 
bucked tradition and announced that 
Dragon Quest XI is being developed 
for both the Nintendo 3DS and Sony's 
PlayStation 4. (The publisher has also 
intimated that it may be bringing the 
title over to Nintendo's NX, which you 
can read more about below.) Though 
the quest will be the same between 
the two versions, the presentation will 
differ considerably, taking advantage 
of each platform's unique strengths. 
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Despite its weaker hardware, the 
3DS version of Dragon Quest XI is 
shaping up to be the more interesting 
of the two, channeling the visual style 
of the series' previous handheld 
installment, Dragon Quest IX. The 
characters are squattier and more 
chibi-like than their console counter- 
parts, giving the game and its world 
an undeniable charm. The most 
impressive aspect of the 3DS version, 
however, is its use of the handheld's 
dual screens. While the top screen 
displays the adventure in full, polygo- 
nal 3D, the touchscreen presents the 
same gameplay, albeit in 16-bit form — 
like a traditional SNES RPG. This 
doesn't occur throughout the entire 
game; at a certain point, you will need 
to select whether you'd like to 
continue the adventure in 2D or 3D, 
though you can switch between the 
two styles at will. Nevertheless, it's a 
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neat feature that pays tribute to the 
series' long history. 

Beyond that, there's still little that 
we know about Dragon Quest XI, but 
the biggest question lingering in fans' 
minds is whether or not the game will 
be localized for Western territories. 
Since Dragon Quest IX was released 
for the DS back in 2010, no mainline 
entry in the series has made its way 


overseas, casting some doubt over XI's 


chances for a worldwide release. Even 
more distressingly, 3DS was the home 
of most of those titles, which include 
remakes of Dragon Quest VII and VIII, 
as well as a port of the series’ MMO 


sequel, Dragon Quest X (which was ini- 


tially released for Wii and Wii U). 
Given this disheartening trend, it's 
easy to think Dragon Quest XI will 
suffer the same fate, but the fact that 
Square Enix is releasing the game on 
multiple consoles - during the series’ 
30th anniversary, no less - is a prom- 
ising sign. With any luck we'll see at 
least one new Dragon Quest game 
come to Nintendo systems in the 
States in the near future. - KEVIN K. 
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THE HOME CONSOLE DIFFERENCE 


The biggest difference between the 305 and Р54 versions of Dragon Quest XI is in 
the game's presentation. Unlike the handheld installment, the PS4 version runs on 
Unreal Engine 4 and looks much closer to Dragon Quest VIII in terms of its visuals, 
with more realistically proportioned characters. The world is also gorgeously 
rendered, and you can truly take in the lush surroundings thanks to the game's fully 
adjustable camera. But despite the difference in visuals, Nintendo fans don't have a 
reason to be jealous of PS4 owners just yet! During its presentation, Square Enix 
hinted that the PS4 version may also be ported over to Nintendo's upcoming home 
console, the NX. While the publisher didn't outright confirm this will happen, this 
makes Dragon Quest XI the first (sort of) announced title for the still-unrevealed 
NX. It also gives us a hint as to what the NX will be capable of visually. Dragon 
Quest XI on Р54 is breathtaking, and the fact that NX could potentially run it means 
the console will likely be at least as powerful as Sony's. Of course, this is all only 
speculation at this point, but we're keeping our fingers crossed! 
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Satoru lwata was more than most knew. More than a 
corporate executive; more than a video game programmer. 
He was a man whose Ше impacted millions - а man who always 
improved every difficult situation he encountered, and never 
left anyone without a smile. Take a walk with us back through 
his life, to reflect on his many achievements. 


EARLY LIFE 


NINTENDO WAS DIRECTIONLESS when Satoru Iwata was born. It was 
December 1959, and the company had just passed its 60th anniversary - 
but there was little to celebrate at the time. Six decades of focusing exclu- 
sively on producing playing cards weren't adding up to any reasonable 


< momentum heading into the '60s, апа the company would spend the next 
decade and a half floundering; trying out countless different directions and 
= business ideas, while ultimately seeing none of them succeed. 


Of course, Mr. Iwata had nothing to do with Nintendo in those days. He 
was just a boy! But I find the timing fascinating - he gave Nintendo such 
clear direction in his tenure as president and brought so much joy to so 
many children, when he himself likely had no childhood experience with 
Nintendo whatsoever. He never played a Nintendo game growing up. 
Nintendo wasn't even making them - they were busy running a taxi service, 
a shady chain of hotels and an instant rice distributor. 

The young Satoru did find himself enchanted by computers, though. 
Growing up in Sapporo, Japan - where his father was an official of the 
Hokkaido Prefecture - Iwata encountered computers as early in life as was 
possible, when they first began to become available in their earliest com- 
mercial forms. His middle school had a demo computer that used tele- 
phone lines, and he'd visit a Sapporo subway station as often as he could to 
play a rudimentary numeric game there, called Game 31. 


Soon enough, Satoru made the decision to program games himself. He took a job washing dishes 
to save up money, and combined with some extra allowance given to him by his father, he bought 
an HP-65 - the world's first programmable calculator, launched by Hewlett-Packard in 1974. At just 
14 years old, Satoru set about the task of mastering this small machine - and by the following 
year he'd already programmed his first games. They were simple games, of course. They had to 
be, because the technology couldn't do anything too complex - but Satoru pushed its limits to 
the point of even surprising Hewlett-Packard's designers (as he apparently was in regular contact 
with them, requesting documentation and support). 

In 1978, the 18-year-old programming prodigy purchased his first real computer. It was a 
Commodore PET (seen to the right), and with it he continued his quest for further understand- 
ing - by totally dismantling the machine to study it inside and out. That same year, he 
graduated high school and was admitted to the Tokyo Institute of Technology. There 


he found himself in the company of like-minded tech geeks and formed fast friend- 


ships. He and his programmer pals worked to spur each other on and create more 
and better games, and it was for this audience of his fellows that Iwata made the 
game you see just above: Car Race ][. It was another stunning achievement at 
the time - it may look archaic now, but the PET was primarily a business 
computer, and the fact that Iwata was able to create a full-on arcade 
racing game using it was truly impressive. Iwata actually got to work 

as an intern at Commodore Japan because of his skills! And his 

early games ultimately earned him another job offer... 


ns 
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ENTERING THE INDUSTRY. 


WORLD 


TIME 


SATORU IWATA’S LONG journey down the 
road of becoming a true video game devel- 
oper (and more) began in 1980, when he 
joined the just-founded HAL Laboratory, Inc. 
as the fledgling company’s fifth employee. 
Even so, he worked as a programmer in only 
a part-time capacity, as he was still attend- 
ing classes at the Tokyo Institute of 
Technology at this time, during which 
he coded his first commercial title: 
Super Billiards for the MSX. 
Following his graduation in 1982, 
Iwata began working for the company 
full-time as their only programmer - 
though his duties reached beyond that. 
"| had the distinction of joining the smallest 
company of any graduate in my class," he 
would later recall (via Eurogamer). "| was a 
programmer, an engineer and a designer. | 
also ordered a lot of takeaway food, and | 
helped clean up." 

Though Iwata was passionate in his love 
for video games, his family was not so 
understanding. In particular, his father - the 
newly elected mayor of Muroran (the capital 
city of Japan's Iburi Subprefecture) - didn't 
speak to him for another six months follow- 
ing his decision to join the company. "They 
must have thought I was joining a religious 
cult," he said (via IGN). 

Iwata soon became HAL's Coordinator of 
Software Production, and with his help, it 
was not long before they began forging what 
would become a powerful and long-lasting 
relationship with another video game 
company: Nintendo. Soon after the launch of 
the Famicom console in Japan, HAL was 
brought in to assist with fixing one of the 
early "Black Box" titles, Pinball, which would 
go on to be released in 1984. 

During this time, HAL continued to 
petition Nintendo for the opportunity to 
develop their own games for the platform, 
and Iwata decided to visit Nintendo's head- 
quarters to find out more. Even without 
seeing the machine, he believed himself 
capable of programming games for it - a 
hunch that would indeed turn out to be 
correct. Nintendo eventually relented, and 
while HAL went on to develop their own cre- 
ations for the company's flagship product, 
Iwata himself chose to expand his horizons 
by taking on work for Nintendo directly as a 
freelancer - on top of his HAL-appointed 
duties. 

One of Iwata's earliest tasks for Nintendo 
was the development of a game known as 
Balloon Fight; though uncredited at the time, 
Iwata's association with it would become 
much more well known over the years. A title 
for one or two players, Balloon Fight 
features three modes: a competitive arena 


mode for you 

and a frenemy 

in the vein of 

Midway's arcade 

classic Joust, and a 

third "Balloon Trip" 

mode in which you're 
challenged to survive for as 

long as possible against an auto- 
scrolling screen and an ever-increasing 
number of obstacles. 

As the sole programmer for the home 
version, Iwata was called in to assist the 
developers at SRD (Systems Research & 
Development) Co., Ltd., who were attempting 
to replicate the game for Nintendo's arcade 
Vs. System when something went wrong. 
Upon completion, they realized that the 
movements in HAL's home version were 
smoother than those in their arcade version. 

"That's when I told [Toshihiko] Nakago-san 
everything | knew," Iwata explained in an 
Iwata Asks for New Super Mario Bros. Wii. 
"One thing | recommended was that instead 
of calculating the character's position using 
integers, they should also calculate it using 
decimal points, thereby doubling the preci- 
sion. In this way, calculating gravity, 
buoyancy, acceleration and deceleration all 
become more precise and the movements 
look smoother. That's the kind of thing I 
explained at the time." 

"When Iwata-san explained all this to me," 
Nakago responded, "the scales fell from my 
eyes! (laughs) But | remember Miyamoto-san 
complaining: 'Why do you have to go to 
another company to find this stuff out?" 
(laughs)". 

Iwata was pleased to be asked, as he 
hoped that imparting his technique would 
prove useful. And prove useful it did, as it 
was with this knowledge that Nakago was 
able to help Mario swim as smoothly as he 
does in the original Super Mario Bros. For 
years, Iwata regretted that of the many titles 
he had been involved with during his time 
with HAL, he had nothing to do with the 
main Mario series — only to later find out 
that he had been an indirect contributor the 
entire time! "When | found that out, | was 
rather pleased!" he said, laughing. 

Mr. Iwata primarily worked as a program- 
mer of 8-bit Nintendo titles at HAL through- 
out the rest of the '80s. It's a time period in 
his life that doesn't get as much attention 
and recognition as it should, so we'll dig 
deeper into it in this issue's Retro section, 
through our article on "The Lesser-Known 
Games of Satoru Iwata." If you'd like, you can 
flip to Page 56 to take a look at them now - 
then come back here when you're done, to 
pick up his career story again. - DAVID 


APART FROM А few modest successes, HAL 
Laboratory's earliest games weren't exactly what 
you'd call popular - but that streak was finally 
broken in 1992 with the arrival of a certain pink 
puffball on Game Boy. 

Iwata envisioned a game that beginners could 
enjoy immediately and without frustration. To 
bring that vision to life, he asked a fresh HAL 
recruit, 19-year-old Masahiro Sakurai, to serve as 
director. Sakurai whipped up a plain-looking blob 
as a placeholder hero until a proper protagonist 
was created, but he fell in love with the simplistic 
design and decided to stick with it. During devel- 
opment, that blob was known as "Popopo," and 
the game as "Twinkle Popo." One rechristening 
later, the world was introduced to Kirby, the 
ravenous hero of Kirby's Dream Land! Kirby's 
Dream Land would eventually rock the charts, 
selling over 5,000,000 copies globally and estab- 
lishing Kirby as the next great Nintendo icon. 

But while this was the hit that HAL had been 
striving toward for the past decade, it was very 
nearly the company's swan song. See, just as its 
bubbly mascot was preparing to reach for the 
stars (figuratively and literally), HAL was hurtling 
toward Earth at an alarming speed. 

By April 1991, the studio had finished building a 
new headquarters in Yamanashi to better accom- 
modate its now 90-strong workforce - but 
ambition gave way to brutal realization when the 
bill arrived. Unexpectedly poor game sales meant 
that HAL would be unable to pay back the money 
borrowed for construction, resulting in a debt of a 
whopping Ұ5,000,000,000 (or $45,000,000)! 

In June 1992, two months after Kirby's Dream 
Land's Japanese release and with bankruptcy 
looming, the team turned to Nintendo for salva- 
tion. Hiroshi Yamauchi, Nintendo's then-president, 
once said of HAL, "Here's a group of talented 
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people, who've melded perfectly 
together; this group excels in the 
ability to create innovative software." 
So when the struggling company 
requested aid, Yamauchi graciously 
arranged for most of the debt to be 
cleared, and for Nintendo to thereafter 
handle publishing duties for HAL's 
software output. 

Oh, and there was one more stip- 
ulation: Satoru Iwata would become 
President of HAL Laboratory following 
the company's restructuring in 1993. 

Yamauchi was famous for possessing a 
shrewd eye for talent - and having over- 
seen Iwata's past collaborations with Nintendo, 
he could sense the spirit of a great manager, one 
with enough intuition to guide his crew across 
gaming's unpredictable waters. Thus, the future of 
HAL was placed in the hands of a man without any 
formal business training. And, as if that weren't 
enough, though the bulk of HAL’s debt had been 
eliminated, Iwata would be responsible for the 
¥1,500,000,000 balance that remained! 

Yet Iwata was undeterred. 

With a cheerful disposition and great concern 
for his employees' well-being, Iwata took to the 
position as if it were just another programmer's 
challenge. As Sakurai explained in a July 2015 
issue of Japan's Weekly Famitsu magazine, Iwata 
"read numerous management books" and "would 
ask for advice from necessary people that he 
would take to heart" in order to make up for his 
lack of experience. And despite the mountain of 
new responsibilities, he continued to take an 
active role in game development, performing 
coding feats that many would consider impossible 
for a single man! (You can read all about his con- 
tributions to EarthBound, Pokémon and Super 
Smash Bros. on the following pages.) 

Under Iwata's guidance, HAL started 
churning out hits - the Kirby series espe- 
cially blossomed throughout the '90s. 

Can you imagine an alternate timeline in 
which Iwata failed to right the ship? 
Would Nintendo have continued to 
produce Kirby titles, or would the series 
have ended prematurely? Be glad we 
don’t live in such a universe! 
Ву 1999, Iwata had successfully 
cleared HAL's outstanding debt. 
As a reward for his accomplish- 
ments, Yamauchi decided to offer 
Iwata a position as the head of 
Nintendo's Corporate Planning 
Division. And so began a new 


chapter! - TONY 
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= SAVIOR OF EARTHBOUND == 


THERE ARE MANY RPGs out there, but no 
others are as strange, funny and heart- 
rending as those in the Mother series. With 
their simple graphics, quirky characters, 
memorable music and inventive storylines, 
the games’ unique blend of silly, scary and 
sorrowful have allowed them to grow from 
obscure titles into a worldwide phenomenon. 

Whereas standard RPGs still feature 
knights and mages using dragons as target 
practice to prepare for a final battle against 
a demigod, the Mother games each focus on 
a young boy from the present day using his 
psychic abilities to restore peace to the 
cartoon world he calls home. The games 
were directed by Shigesato Itoi, who was a 
celebrity in Japan but not a game developer 
when work began on the first game. As such, 
they represent his outsider’s perspective on 
life and its many adventures, rather than 
items ticked off of "The Almighty List of 
Things People Expect from Games." Perhaps 
that’s why the series sparked a chain 
reaction within gaming culture, the effects of 
which we still feel today. 

The game that really started that reaction 
was Mother 2. Known as EarthBound in 
America, the story follows the Chosen Four – 
a group of children lead by a boy named 
Ness - on their quest to defeat an extrater- 
restrial invader known as Giygas. And if it 
wasn't for Satoru Iwata, EarthBound would 
have never seen the light of day! 

The year was 1992. The Mother 2 develop- 
ment team had been working for four years. 
The individual pieces - the story, dialogue, 
music and art – were there. But the game 
itself did not function at all! 

Iwata checked on the project's progress. 
After assessing the situation, he gave Itoi the 
harsh news, telling him, "I don't think you'll 
finish if you go on like this." He elaborated, 
explaining that he saw two options: the team 
could continue as they had been and take 
two more years to possibly finish the game, 
or the code could be scrapped entirely and 
Iwata could personally rebuild the program- 
ming from the ground up. 

Itoi gratefully accepted the help. Iwata 
took over the technical side of Mother 2, 
and within a month he was able to get the 
map scrolling to work. The team was in such 
dire straits for so long that even this rela- 
tively simple feat amazed them! From that 
point, it took him only half a year to 
complete the game, with another six months 
devoted to fine tuning. Finally, after five long 
years, the world could finally meet Ness and 
his friends! 

While Mother 2 succeeded in Japan, the 
same could not be said of EarthBound's 
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initial reception in America. Despite its 
charm, it sold poorly in the States and for 
years was rarely acknowledged by Nintendo. 
However, much like the game itself, some- 
thing special grew out of that hardship. 

In 1997, Reid Young and Clyde Mandelin 
founded Starmen.net, the first EarthBound 
fansite. For years it was the premiere source 
for information about the the game, and it 
was there that the EarthBound fandom was 
born. Visitors learned about an RPG that had 
violent hippies, sentient vomit and a half- 
man/half-dungeon, and before long a small 
fanbase became a thriving community. Art, 
music remixes, cosplay and personal stories 
celebrated the game and cultivated interest 
in its return. And not only did EarthBound 
finally appear on the Virtual Console as a 
result of the fans' efforts, but Mother 1 
(renamed "EarthBound Beginnings") saw an 
international release for the first time too! 

Starmen.net spawned offshoot sites, with 
Young founding Fangamer as a store to sell 
EB-inspired merchandise, and Mandelin 
running EarthBound Central, a blog focused 
on the series. Mandelin also lead the Mother 
3 Ғап translation, allowing fans worldwide to 
experience the still Japan-only GBA sequel. 
Fangamer has since expanded to general 
gaming products and even official indie 


game merchandise, working 


to promote Kickstarter 
bd 


EARTH BOUND 


campaigns like Bloodstained: 

Ritual of the Night. Addition- 

ally, the company’s charity 

sales helped bring attention to 

The Speed Gamers, which in turn 

inspired other charity groups. 
And it’s all because Iwata 

wouldn't let EarthBound 

die in development! To 

paraphrase EarthBound's 

ending theme: Goodbye, 

sir. We'll miss you. 

- LINDSEY 


= EXPANDING THE POKE-WORLD= 


NO ONE - NOT even Game Freak - realized how 
big a cultural phenomenon Pokémon would 
become when Pokémon Red and Green were first 
released in Japan in 1996. In fact, producer 
Tsunekazu Ishihara once said that after Pokémon 
Gold and Silver were released, that would be "the 
finish line" of the series. Fortunately for them — 
and us - they had Satoru Iwata on their side. His 
involvement in Pokémon helped introduce it to a 
worldwide audience, and there's still no sign of it 
slowing down nearly 20 years later. 

About two years after Pokémon Red and Green 
were originally released in Japan, development 
work was starting on the sequels, Gold and Silver. 
At the same time, Nintendo was beginning to 
make plans to localize the original titles, and 
Game Freak was also working on the original 
Pokémon Stadium for the Nintendo 64. (The first 
version, which only featured 42 of the original 151 
Pokémon, was only released in Japan - its sequel 
became Pokémon Stadium for the rest of the 
world.) This meant that Game Freak's tiny pro- 
gramming staff – "about four programmers," pro- 
grammer Shigeki Morimoto recalled - was being 
stretched extremely thin, and they'd already had 
to delay the sequels' release by several months. 

Enter one Satoru Iwata. Iwata, who was then 
still the president of HAL Laboratory, was also one 
of the founding members of Creatures, Inc., which 
was led by Ishihara and made up of former 
members of Ape, Inc. (the developers of the first 
two EarthBound games). Iwata was tasked by 
Nintendo to assist with the localization of the 


original Pokémon titles by reviewing the source 
code and advising the production team on how to 
proceed. His understanding of the original source 
code was such that Iwata was able to port the 
battle system from the Game Boy to the Nintendo 
64 for Pokémon Stadium in about a week's time — 
without any sort of official documentation. The 
feat amazed Morimoto (who had likely spent 
months coding the battle system). Not only that, 
but Iwata also programmed a graphics compres- 
sion algorithm in Gold and Silver that allowed 
players to visit Kanto after they faced the Elite 
Four and Champion of Johto in order to challenge 
the Gym Leaders there - doubling the explorable 
world and adding a slew of postgame content. 

After Gold and Silver were released and 
became top sellers, Ishihara was forced to come 
up with a plan for the future of Pokémon. This 
included continuation of the Pokémon anime, 
yearly theatrical movies and development of 
future titles. Game Freak couldn't develop games 
and handle the exponentially growing number of 
Pokémon licensing deals coming from Japan and 
overseas at the same time, so Iwata - who had 
become Nintendo's general manager of corporate 
planning in 2000 - assisted Ishihara with the for- 
mation of The Pokémon Company, which oversees 
the licensing, marketing and all other aspects of 
the franchise to this day. - REBECCA 
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SUPER SMASH BROS. BRAWL 


——THE MASTER HAND BEHIND SUPER SMASH BROS == 


IF YOU'VE EVER played or enjoyed any aspect of 
the Super Smash Bros. series, you have two men to 
thank. One, of course, being Masahiro Sakurai for 
all of his brilliant programming, design and 
planning on the series. The other is Satoru Iwata, 
who convinced those around him that the series 
should be made in the first place. 

Back when Iwata was at HAL, he and Sakurai 
were focused on making simpler games - because 
they both saw the industry getting more compli- 
cated and potentially leaving behind new and more 
casual players. While this thinking birthed the Kirby 
series, they also wanted to explore other genres. 
The Smash Bros. concept was built out of discus- 
sions on what a more simplistic fighting game 
would look like. When Iwata brought the concept to 
Shigeru Miyamoto and suggested that Nintendo 


mascots could be the ones to do battle, Miyamoto 
rejected the idea. Despite this, Iwata pressed on, 
having faith. Withholding Miyamoto's rejection from 
Sakurai, Iwata helped him build a demo to show 
Miyamoto in hopes of revisiting the concept and 
gaining access to the characters they wanted in the 
game. In the end, the demo was approved and the 
project began - Super Smash Bros. was a go. 

With each successive game in the series, issues 
arose and Iwata was there to solve them. For Super 
Smash Bros. Melee, the project had some major 
defects in its code, and a delay that would push it 
well beyond the GameCube launch window seemed 
inevitable. Iwata, then the General Manager of 
Corporate Planning at Nintendo, jumped in and 
prevented the game from being delayed. He was 
side by side with the programmers, debugging and 
even testing so the game could be what it is today. 
Melee is still played competitively to this day - it's 
the most beloved installment in the series. 

Once he was president of Nintendo, Iwata still 
helped the Smash series. Before E3 in May 2005, a 
poll was conducted asking what games people 
would like to play online through the Nintendo 
Wi-Fi Connection. The answer, overwhelmingly, was 
Super Smash Bros., so Iwata felt that a proposal for 
a Smash Bros. game for Wii - then still codenamed 
"Revolution" - was needed in the press conference. 


He made the announcement for the game that 
would become Super Smash Bros. Brawl - without 
telling Sakurai ahead of time! The press began 
asking Sakurai about his involvement; bewildered, 
he would neither confirm nor deny anything. Even 
though Sakurai had left HAL, Iwata had previously 
made a pact that Sakurai would be consulted 
before a new Smash was announced. 

A meeting in Iwata's hotel room shortly after the 
press conference cleared things up. Sakurai didn't 
give an immediate answer, but eventually agreed to 
direct the new Smash sequel because he believed it 
would make the most gamers happy. If he had 
turned down Iwata, we would have only had a re- 
release of Melee with online capabilities! Both 
thought that would have been a rather spiritless 
endeavour. Still, Iwata felt he had no choice, as a 
Smash without Sakurai was no Smash at all. Such 
was their relationship. 

The fourth Smash installment saw a similar 
story, as the dual games were announced before 
any actual development had taken place. In fact, 
Sakurai was still making Kid Icarus: Uprising. (This 
time, Iwata ensured that Sakurai had help from 
Bandai Namco to make development easier.) 

So next time you play a game from the Smash 
series, spare a thought for Mr. Iwata. It was his per- 
Sistence that brought it directly to you! - BRETT 
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SATORU МАТА, PRESIDENT OF NINTENDO == 


IN MAY 2002, Satoru Iwata became the fourth 
president ever at Nintendo - and the first one unre- 
lated to the Yamauchi family, who had led the 
company since it was founded in 1889. As such, 
Iwata was making history by just accepting the 
position – but we all know he would go on to 
reshape the game company and leave a monumen- 
tal mark on the entire gaming industry. 

For starters, Mr. Iwata oversaw the launch of the 
Nintendo DS, initially pitched as the third pillar for 
the company, standing alongside the Game Boy 
Advance and GameCube. Iwata believed video 
games weren't appealing to everyone, as they 
focused too much on core players. "We have devel- 
oped Nintendo DS based upon a completely differ- 
ent concept from existing game devices in order to 
provide players with a unique entertainment expe- 
rience for the 21st century," he said on January 20, 
2004, while announcing the new handheld. 

To say Nintendo and Iwata succeeded with the 
new strategy and DS is an understatement. Not 
only did the handheld replace the Game Boy 
Advance - becoming the second-best selling system 
ever - but new series like Nintendogs and Brain 
Age tapped into brand-new markets. Just think: 
Two screens and a touchable interface were head- 


scratchers initially. No one could have imagined the 
DS would turn into such a resounding success – 
except for perhaps Iwata and his team at Nintendo. 

Catching lighting in a bottle once is hard enough. 
Iwata, though, planned to do it again with Wii two 
years later, pointing to the "Blue Ocean" strategy of 
swimming away from competitors to find new cus- 
tomers in unexplored waters. He wanted to cater to 
new audiences to help grow not just Nintendo, but 
the gaming population overall. 

As such, Nintendo would forgo a traditional 
gamepad for the home console. Instead, the 
company created the Wii Remote, which looked like 
a TV controller. And the kicker? The device worked 
with arm movements and motions like flicks of the 
wrist. As a one-two punch, there was Wii Sports. 
Not only did this title demonstrate the Wii's appeal, 
but it also helped launch the new console into the 
stratosphere by drawing a much larger audience. 
Kids and teenagers weren't the only ones playing 
Wii; parents and grandparents were also picking up 
the controller to play virtual tennis and bowling! 

Keep in mind that Mr. Iwata didn't just help 
Nintendo rebound with DS and Wii - he actually 
presided over arguably the best time period for the 
company ever! Nintendo DS has sold over 150 


million units, while Wii has sold over 100 million. 
They're the best-selling handheld and home 
console in Nintendo's history, respectively. Yes, 
they performed better than Game Boy and the 
original NES! That's most impressive. 

But the good times don't last forever, and Iwata 
also oversaw tough times for Nintendo. The 
Nintendo 3DS, successor to the DS, had a rough and 
rocky launch, leading to a huge price cut just a few 
months after hitting the market. Even worse, Iwata 
watched as the Wii U limped out of the gate, and 
the home console has had trouble hitting its stride. 
While Wii led to big gains for Nintendo, Wii U is a 
major reason the company's had operating losses 
over the past few years. 

But before Iwata's passing, he was turning things 
around for Nintendo. He was responsible for 
amiibo, the toys-to-life initiative that's been a boon 
for the company. He created a strategic alliance 
with DeNA for mobile game development, once 
again reshaping Nintendo's future. And last but not 
least, we can't forget the mysterious NX, which is 
set to be unveiled next year. 

Sadly, Mr. Iwata will not be able to see the 
results of his final ideas. But luckily, we will! So his 
legacy as president will live on! - EVAN 
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== МК. МАТА5 UNIQUE APPROACH 


NINTENDO IS AND always has been a very 
unique company. They march to their own drum, 
always blazing a path that others might be afraid to 
tread down. This has led to many interesting twists 
and turns for the company. Some of those ideas 
have paved the way for great success, while others 
turned out to be a bit of a stumbling block. Even 
with the failures amid the successes, you have to 
respect what Nintendo does. It's that burning desire 
to be an original voice that makes Nintendo what it 
is today, and that voice was focused and amplified 
by the direction of Mr. Satoru Iwata. Without a 
doubt, he was the man who embodied and personi- 
fied what Nintendo always aims to be. 

That great passion that Nintendo has is deep 
within all its employees, but Mr. Iwata brought out 
that passion in new ways. While Nintendo is very 
well known for being a super secretive company, 
Mr. Iwata clearly wanted to dispel some of that 
mystery during his tenure. He took on a number of 


initiatives that were squarely aimed at the com- 
pany's fans around the world, but there's one 
feature that really set the precedent for Nintendo 
becoming more open: It all started with the birth of 
"Iwata Asks" interviews. 
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The idea was first put forth by Mr. Iwata all the 
way back in September 2006, when the original 
Iwata Asks feature focused on the creation of 
Nintendo’s new console at the time, the Wii. 

The Wii was a completely new step for Nintendo 
-а foray into unknown territory and an equally 
unknown future. A lot of fans were enticed by the 
idea of the Wii and what it stood for, but they were 
also curious as to why Nintendo was taking such a 
radical step. The movement couldn’t have been 
more eloquently explained than how it was in the 
first lwata Asks feature. Mr. lwata sat down with 
numerous Nintendo employees to discuss the 
concept and creation of the Wii, including Genyo 
Takeda, Katsuya Eguchi, Shigeru Miyamoto and 
many others. Getting such an in-depth look at any 
Nintendo project was uncharted territory for fans, 
and seeing it done with Nintendo bigwigs made it 
even more of a must-read. This was a peek behind 
the curtain that we were never before afforded, 
and what we found behind it was absolutely intoxi- 
cating. 

Little did we know that Mr. Iwata wasn't going to 
leave that Iwata Asks feature as a one-and-done 
interview. This was a series of interviews that 
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would run all the way through this very year, with 
the most recent – and now final - entry featuring 
the development team behind Fire Emblem Fates. 
We're talking about nearly 10 years of amazing 
interview features, all chaired by Mr. Iwata himself! 

The Iwata Asks series gave us extremely detailed 
looks at numerous Nintendo projects over the 
years. We learned about various software that 
Nintendo had created, as well as hardware proto- 
types, game ideas that never came to fruition and 
so much more. We read features with some of the 
game industry's biggest and most well-known 
developers. We took in candid thoughts from 
people who Nintendo fans never expected to hear 
from, let alone get a deep look into how they tick. 

The Iwata Asks series did give us tons of game 
development insight, but it also let us see Satoru 
Iwata as a person. We learned about his personal 
life, his passion for developing, his kind and caring 
nature and his love of laughter. 

(laughs) 

The insight into Nintendo's inner workings was 
fascinating, but it's the playful social interactions 
between Mr. Iwata and his interviewees that will be 
most sorely missed. - KEVIN C. 


= BRINGING ANNOUNCEMENTS DIRECTLY TO YOU! = 


ITS HARD TO imagine a world without Nintendo 
Directs, considering they've been the company's PR 
bread and butter for the last four years - but even 
harder is remembering why these video events 
started happening in the first place. 

In September 2011, the 3DS had just received a 
massive boost in Japan. The company held the 
Nintendo 3DS Conference 2011, which was sort of a 
spin-off for the events they normally did for jour- 
nalists and analysts. Why was it a spin-off? Well, it 
was being streamed live to the public for the very 
first time! They dropped the usual business talk 
and spent the entire hour just talking games. The 
video stream was a great success, and Mr. Iwata 
smelled a new opportunity. 

One week after that initial broadcast, Nintendo 
teased an additional online broadcast about the 
Nintendo 3DS. Many of us raised our eyebrows, 
considering the conference had just happened. 


But sure enough, on October 21, 2011, the first 
Nintendo Direct was broadcast - establishing the 
name, logo and format of executives bringing news 
and announcements "directly" to fans. 

Now, admittedly, the first few Directs were a bit 
rocky. There was good content shown to the public, 
but the Nintendo staff had to really adjust to their 
new roles of being on-camera talent on a regular 
basis. Iwata, Reggie Fils-Aime from NOA and Satoru 
Shibata from Nintendo's European branch provided 
the information to each region individually, and 
they just sort of hopped from topic to topic. But as 
time passed, constant smiles grew on the faces of 
the executives. They started doing silly sketches 
and embraced the fans in every way they could! 

In 2013, the final changes started to take effect. 
Mr. Iwata became a permanent part of the presen- 
tations worldwide. He introduced vital information 
that every region should know about. This made 


fans not only feel closer to him personally, but it 
allowed NCL to more strongly unify messaging with 
NOA and NOE - they were all crafting each message 
together, and Iwata was the ship's captain. The 
Directs gave us a whole, united Nintendo. 

Sadly, almost as soon as the Directs really found 
their rhythm, Mr. Iwata's health troubles began to 
affect the frequency of his appearances. Fewer pre- 
sentations happened through 2014, as he took a 
leave of absence around the time of his surgery. He 
came back in August to announce the New 
Nintendo 3DS, and it seemed things were getting 
back to normal - but he only ended up appearing a 
few more times, with this past April's Direct being 
his final in-person appearance. 

Nintendo Directs will continue, the company's 
confirmed - but with his "direct" hand gesture and 
goofy jokes, the format was wholly Iwata's. So his 
replacement will have big shoes to fill! - DAAN 
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WHERE NINTENDO GOES FROM HERE 


WHEN SATORU IWATA was born, Nintendo was 
directionless. As he lived, the company embraced 
video games and help defined the medium - with 
his help. When he died, he left behind a Nintendo 
that's led its industry boldly for decades, and is 
now uniquely positioned to continue advancing into 
the future. 

Mr. Iwata may be gone, but his legacy, and his 
leadership, will live on. 

The dynamics of the company's leadership are 
naturally changing now, as they must in the wake of 
such a sudden and unexpected shift. But if 
anything, the structure now in place at the top of 
Nintendo is a better reflection of Mr. Iwata's style of 
command than ever before. 

Satoru Iwata was an everyman - that much 
we've established. He was a jack of all trades. More 
than that, really - it's not that he just dabbled in 
different interests and lines of work, as some 


people do. He was truly gifted at everything he put 
his mind to, perfectly able to balance broad corpo- 
rate leadership with one-on-one, personal interac- 
tions. He could envision and bring into reality all- 
new styles of video game hardware, and he could 
roll up his sleeves and get down and dirty plugging 
away at the code running any piece of software. 
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So much talent and diversity was contained 
within the one man of Satoru Iwata that of course 
it's going to take more than one man to take his 
place. Tatsumi Kimishima has been named as the 
new President of Nintendo, and wisely so - he 
comes from a financial background and has 
decades of management experience, so he's an 
excellent choice to sit down in the vacated chair 
and take on those aspects of Mr. Iwata's presidency. 
But Kimishima doesn't have a game design back- 
ground, as Iwata did. He isn't the kind of visionary 
to decide a direction for a future hardware release, 
or to guide Nintendo's franchises through to their 
next sequels. 

Luckily, he doesn't have to worry about those 
things! Because Nintendo's shifted the leadership 
structure so that the position of President is just 
one third of a new Triforce of Leadership (if you 
will). The other two spots are being filled by the 
two men who immediately took co-command of the 
company after Mr. Iwata died: Genyo Takeda, who's 
been named the "Technology Fellow," and Shigeru 
Miyamoto, the company's new "Creative Fellow." 
These are all-new job titles for all-new positions, 
and together the trio will cover all the bases and 
make all the decisions Iwata used to make alone. 


Speaking with Japanese newspaper The Nikkei in 
one of his first public statements since being 
appointed as the new President of Nintendo, Mr. 
Kimishima said that Mr. Iwata did not leave any 
specific instructions for him in assuming command. 
And that may be true - Mr. Iwata may very well 
have not told him when to announce a specific 
game, or what new business venture to pursue 
next. But what he did leave Kimishima and the rest 
of Nintendo's employess with was a firm definition 
of Nintendo DNA. 

The following, from Mr. Iwata himself, was pub- 
lished one month after his death, in the company's 
2015 Corporate Social Responsibility Report: 

"Nintendo has been delivering smiles to consum- 
ers through entertainment since its establishment. 
The existence or nonexistence of hit products 
causes inevitable fluctuations in the entertainment 
industry because entertainment is not a daily 
necessity. Consumers always are seeking new sur- 
prises, and they eventually will become tired of 
even a highly rated product. Precisely for this 
reason, we must avoid a short-term outlook and 
always think about how we can make not only con- 
sumers, but also everyone involved with Nintendo, 
smile over the mid-to-long term. 

The key to achieving this goal is found in our 
three core values - originality, flexibility and sin- 
cerity – which we define as Nintendo DNA. Since all 
Nintendo employees fully share the Nintendo DNA 
and act based on these unwavering values, we have 
been able to continue taking on new challenges and 
providing value to society. 

Nintendo has continued to offer entertainment 
products that can be enjoyed regardless of age or 
gender and, as a result, | hope that as signs of trust 
in the Nintendo brand, people feel safe letting their 
children play with our products and know that 
these products always make their families smile." 

Originality. Flexibility. Sincerity. Mr. Iwata 
embodied and modeled all three of those core 
values, and in doing so set the example for all who 
followed him. His final contribution to Nintendo, to 
the greater game industry and to all of us wasn't 
some spectacular bit of programming skill to save a 
troubled game. It wasn't his decisions in picking 
which path the company would pursue next. 

It was him - just being himself. 

Where does Nintendo go from here? The next 
decisions, the next games . . . they'll all work out – 
if everyone just remembers Mr. Iwata. - LUCAS 
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. Throughout his career, Satoru lwata worked to break down barriers, both within 
Nintendo as a company and throughout video game enthusiast culture as a whole. 
/ He did not see business managers as being more important than programmers, or * 
4 hardcore players as being better than'casual gamers – "as ће was all of those things 
- + himself and more. He also knew from experience that. flattening the social structures 
that work only to divide us can lead to unforeseeable levels of fun and creativity. 
| "Не approached programming as Не. approached management, as a source of support, 


working to untangle whatever issues might potentially slow, distort or hamper 
inspiration and communication. Stringing t together lines of code, entertaining players 
with engagingly designed video games'a “апа connecting people with each other 
through the act of play were all variations'on the same theme for Mr. Майа. 
M By following this theme with heartfelt énthusiasm and commitment, 
\ he changed the world of video games forever. 


At the Game Developers Conférence i*2005, lwata declared, 


“On ту! business card, lam corporate president. 
In’ ту mind, Г am а/багпе developer. 
' Во in my heart, | am a gamer.” к 


inthe hearts and minds of тд; around the world, Satoru lwata 
will always be a role model - and a =| 
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COMIC BREAK 


«Тһе Broken Game's *This game could be great! If 

development team prayed. we could опщ finish it, we 
could touch the lives of 50 
many people! But the 
project doesn't work. We 
need help! If it can't be 
finished, then nobody can 
experience this story or 


m. 


meet these characters! 


«Тһе dey team's calls 


touched the heart of Iwata! 


“мата worked through the 
year. 


* The Broken Game became... 
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BY LINDSEY LAYNE KING 
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AIR FORTRESS 
NES, 1989 
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THE LESSER-KNOWN 


GAMES OF 
SATORU IWATA 


You know Balloon Fight. You know EarthBound. You know 
Kirby, Smash and Pokémon. But did you know about these? 


EVERY GREAT ARTIST creates works 
that rise above the others. Painters 
have some pieces that are selected for 
prominent display in museums, while 
their other canvases are left collecting 
dust in a basement. Musicians have 
some songs that are released as 
singles and played millions of times on 
radio stations around the world, while 
many of their other tunes never make 
it out of the studio in which they're 
recorded. 

Mr. Iwata is no different. He spent 
over 30 years working professionally 
in the video game industry, and over 
those decades he of course contrib- 
uted to the creation of several differ- 
ent games that never achieved the 
recognition of major hits like Super 
Smash Bros. or Kirby's Dream Land. 
But just like discovering a new band 
you love and going back to listen to 
their lesser-known recordings from 
albums released years ago, so too can 
we dive back into Mr. Iwata's career to 
track down more games that bear the 
mark of his craftmanship. 


THE PINBALL WIZARD 
When Nintendo first began working 
with HAL Laboratory in the early '80s, 
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it was because they needed help with 
some of the earliest 8-bit titles for the 
Famicom (the system we know as the 
NES). It's well known that Mr. Iwata 
stepped up to handle the home 
version of Balloon Fight, but at that 
same time he also programmed 
another "Black Box" game: Pinball. 

Nintendo's very first virtual conver- 
sion of the popular arcade diversion, 
Pinball was graphically simple, but 
beautifully playable thanks to smooth 
ball physics (Iwata must have calcu- 
lated the ball's position with decimal 
points, as he did with the Balloon 
Fighter's movements). Pinball also 
included a bonus minigame starring 
Mario, which made it his first time 
working with Nintendo's main mascot! 

Pinball actually beat Balloon Fight 
to market in America, as it was chosen 
to be one of the 18 launch titles for the 
system almost exactly 30 years ago, 
on October 18, 1985. It established 
HAL as a pinball developer, and they'd 
go on to create Rollerball for the NES, 
and Revenge of the 'Gator and Kirby's 
Pinball Land on Game Boy. 


SHOOTERS IN THE STARS 
Before HAL and Nintendo started 
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working together, Mr. Iwata had a few 
other projects he programmed that 
were released on early '80s computers 
like the VIC-20 - including Star Battle. 
It was a straightforward re-creation of 
Namco's Galaxian, a single-screen 
arcade shooter all about blasting 
invading aliens. 

Years later, he got to take on the 
same outer space setting in more 
dynamic fashion with Gall Force: 
Eternal Story, a full-on vertical-scroll 
shooter that was also the first licensed 
game he worked on (Gall Force was an 
anime on the air in Japan in the mid- 
'805). That game never сате to the 
States, and neither did Uchukeibitai 
SDF, which was another space-based 
shmup he contributed to that hit the 
Famicom in 1990. It's a whole genre 
we Western fans never saw him touch! 
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HITTING THE LINKS 

Another set of Iwata-made games we 
missed out on outside Japan? His early 
golf games! Though HAL wasn't behind 
the first 8-bit Nintendo golf game 
(which was simply called Golf), the 
studio was employed to create its 
sequels after Nintendo saw the excel- 
lent work that Iwata did on the Japan- 
only Hole in One Professional. 

Mr. мага programmed two games 
that complemented one another: 
Family Computer Golf: Japan Course 
and Family Computer Golf: U.S. 
Course. After players remarked that 
the golfer in the first Golf game looked 
like Mario, HAL and Iwata embraced 
the similarity and just made him obvi- 
ously be Mario this time around. But, 
sadly, neither of these two titles came 
to America. (Not even U.S. Course!) 


We didn't miss out entirely on seeing 
Mr. Iwata's skill at programming a 
great golf game, though, because he 
was also the Chief Programmer in 
charge of the much more widely 
known NES Open Tournament Golf 
that arrived here in 1991. It was the 
pinnacle of 8-bit golf, with vibrant 
graphics, lots of Mario character 
cameos and was the point when Luigi 
and Daisy became a couple. Go Luigi! 


MORE CAR RACES 

Speaking of the Mario Bros., Iwata was 
also responsible for yet another game 
starring them that we never got to 
play on this side of the Pacific: 
Famicom Grand Prix 11: 3D Hot Rally. 
You can see a screenshot and a bit of 
the promotional art below. (The Mario 
cameos were a bit hard to make out in 


the game, but the year was 1988, so it 
was still in the era when you had to 
use your imagination.) I’m a little sur- 
prised that 3D Hot Rally was passed 
over for localized release here, but I 
suppose it's because of the "3D" part – 
in Japan, the game supported a pair of 
3D glasses that Nintendo never 
released here. 

Mr. Iwata's programming work on 
the game called back to the game that 
helped him catch HAL' attention in 
the first place, eight years earlier: Car 
Race ][. (Oh, and he had also worked 
on F-1 Race in 1984, as a third game 
juggled at the same time as Balloon 
Fight and Pinball, in case you weren't 
yet convinced he was superhuman.) 


LICENSED PROPERTIES 
Is there anything Mr. Iwata didn't work 
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NEW GHOSTBUSTERS II 


Attack 


Weapons ltem 


Cards 


on during his time at HAL? Probably 
not, as he even helped bring a movie 
tie-in game for Ghostbusters II to life. 
It’s yet another of his games we never 
got here, because of some odd legal 
situation (instead, we got a much 
worse Activision-published game). 
Another license you wouldn't have 
thought Mr. Iwata had anything to do 
with: NCAA Basketball. Yep, he was so 
versatile that he jumped in and helped 
with programming on that SNES 
sports title when the developers at 
Sculptured Software needed a hand. 


THE ROLE-PLAYING GAME 

Even the RPG genre got an assist from 
Iwata with Arcana, a first-person 
dungeon-crawler with 
every character and 
enemy rendered 


Magic Defense 


Retreat 
Сай 


as а tarot-like card. Mr. Iwata served 
as Technical Advisor for it. 


THE EVERYMAN 

And that's a good point to end on: Mr. 
Iwata wasn't a one-man show making 
all of the games I’ve just mentioned, 
but rather stepped in to program, 
direct or advise in whatever capacity 
he could best serve for each project. 
He was an everyman! He could do any 
job for any in-development game, and 
his diverse skill set helped bring many 
more games to life than just Pokémon 
Gold & Silver, EarthBound and all the 
others you already knew about. So the 
next time you want to play an Iwata 
game? Dig a little deeper. Look for an 
unsung classic that needs a bit more 
recognition. - LUCAS 
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CHARACTER PROFILE 
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Mr. lwata's original hero has never struck it big, but he’s still afloat! VS. BALLOON FIGHT (1984) 
Over 30 years ago, the original Balloon Still, the series' first protagonist wasn't Over the last 15 years, Balloon Fighter's The original NES game went on sale in 
Fighter first flapped his way into arcades forgotten, as he was even considered to had several cameos in various games, like January 2013 for just $0.30, so most 
in Japan, then quickly came to America! become a Smash Bros. fighter in Melee. WarioWare: Twisted! (Catch the balloon!) every early Wii U adopter should own it. 


тс c 
But in the Game & Watch version, Balloon Balloon Fighter also didn't star in his And yet, he keeps getting replaced as the Last year, Animal Crossing's Villager 
Fighter was replaced by "Balloon Man," a series' Game Boy sequel, Balloon Kid. A protagonist in new games. Tingle was grabbed Balloon Fighter's gimmick in 
different character. (With a jetpack!) young girl named Alice was the star in it. literally taped over him in 2007. Smash. Another affront, or an homage? 
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Though it wasn't among the very first Balloon Fight's longevity and timeless appeal have been proven Because of Mr. Iwata's intertwined involvement in the entire 
wave of NES launch titles, Balloon Fight time and time again, but the most prominent modern example of history of the Super Smash Bros. series, there's of course 
followed quickly afterward and still its continued relevance is the fact that "Balloon Trip Breeze" was been plenty of crossover with Balloon Fight throughout each 
debuted as one of the legendary "Black included as one of just 12 different "attractions" in the Wii U pack-in of its past installments. The biggest references yet came last 
Box" games. It was the best two-player launch title, Nintendo Land. We recommended you use Mr. Iwata's year in the 3DS version specifically, where you can duke it out 
co-op title of those early 8-bit days! Mii in Smash Bros. earlier, but he's perfect to suit up here as well! on an 8-bit throwback Balloon Fight stage! 


BY LUCAS M. THOMAS 


Source of Buoyancy 


Don't be confused that he looks nothing like his 
Mii character in this particular photo (he's in 
disguise, after all), but that's none other than 

our own David Oxford rocking a Balloon Fighter 

cosplay outfit at the 2015 Otakon in Baltimore. 

The timing was perfect, as the outfit both paid 
respect to Mr. Iwata and reminded people of 

the excellence of Balloon Fight itself. (This 
photo courtesy of jackscarab.tumblr.com.) 
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Perspicacity 


Anti-Fatigue 
Flapping Arms 


АМ 
(ШЇ! (ИИИ!!! |!!! TE 


ат чии AP 
WARNING! 


Balloon Fighter 
First Appearance: Balloon Fight (1984) 


ird-Bashing Boots BALLOON FIGHTER FOR 
а SUPER SMASH BROS.! 


Even before Nintendo opened up community voting through the 
Smash Bros. Fighter Ballot earlier this year, there was already a 
dedicated group of fans campaigning for the Balloon Fighter to 
be added as a playable combatant in the series. He was consid- 
ered before - how could he not have been, with HAL at the helm 
and Mr. Iwata right there in the room - but other retro charac- 
ters like the Ice Climbers got selected instead. He may not even 


be viable any more because of Villager stealing his one defining 
trait (but I think a creative, all-aerial moveset could still work 

BALLOON FIGHTER ARTWORK BY MARK KELLY for him). In any case, likely or not, | still cast a vote for Balloon 
Fighter as a show of respect for Mr. Iwata's original creation. 


WARP ZONE 


THIS ISSUE KICKED off by bringing a close to the 
series of Final Fantasy features, including the 
ongoing Treasure Quest contest and a tease of the 


upcoming Strategy Guide. Six pages were then dedi- 


cated to the cover story of the month: the ever- 
controversial Nintendo Entertainment System port 
of Maniac Mansion. Other games in the spotlight 
included Snake Rattle 'N Roll, Kickle Cubicle, NES 
Play Action Football and a pre-Tom Cruise-era take 
on Mission: Impossible. 

New Games showed off Dick Tracy, Gauntlet II 
and the return of the Duck Hunt Dog in Barker Bill's 
Trick Shooting, while further in were previews of 
Little Nemo: The Dream Master, Dragon Warrior II 
(a.k.a. Dragon Quest II), Solar Jetman and the leg- 
endary home port of Teenage Mutant Ninja Turtles 
I: The Arcade Game. 

A massive 12-page Game Boy feature highlighted 
such titles as TMNT: Fall of the Foot Clan, Skate or 
Die: Bad 'N Rad, Balloon Kid, Popeye and Godzilla, 
among others. A Boy and His Blob's sequel The 
Rescue of Princess Blobette, DuckTales, R-Type and 
RoboCop were revealed toward the feature's end, 
with the last page featuring a directory of all of the 
different Game Boy titles released by this point. 
Plus, a new Top 10 was added to complement the 
NES Top 30, with Tetris, Golf and TMNT: Fall of the 
Foot Clan taking the inaugural top spots. 

Speaking of the Top 30, Super Mario Bros. 3 


absolutely dominated with over four times the 
number of points as the runners-up: Final Fantasy 
and TMNT. Howard & Nester took on The Mafat 
Conspiracy (minus one Golgo 13), while Classified 
Information and Counselor's Corner rolled in tips 
and tricks for A Boy and His Blob, Tetris, Rad Racer 
Il and Snake's Revenge. 

Video Shorts went Hollywood with Mad Max, 
Back to the Future Parts II & III, Gilligan's Island, A 
Nightmare on Elm Street and a celebration of Bugs 
Bunny's 50th birthday, plus a home port of arcade 
classic NARC. Pak Watch took us even further into 
the future with Adventure Island 11, Robin Hood, Bill 
& Ted, The Punisher апа... piano lessons? (Thanks 
to the Miracle Piano Teaching System!) A tease for 
Mega Man 3 also boasted "20 new super robots," a 
claim that the final product arguably fell short of. 
While the NES Journal featured an interview with 
future supergeek Wil Wheaton, Mario proved to be 
the big star with the announcement of DiC's The 
Adventures of Super Mario Bros. 3 coming to NBC 
Saturday mornings, a host of fun Mario merchan- 
dise among other NES and Game Boy accessories 
and the grand unveiling of Super Mario World and 
the "Super FamiCom" (see sidebar). All this, and a 
Maniac Mansion television show, too! 

Closing things out was an Ultima-themed 
Player's Poll, whose winner received a trip to meet 
Richard "Lord British" Garriott himself! - DAVID 


SUPER MARIO WORLD (IN PROGRESS) 


One of the most interesting things about looking back on old Nintendo Powers a quarter-century 
after their publication is seeing, in hindsight, bits and pieces of the games we know and love 
before they were finalized. Issue #16 of NP included four now-intriguing screenshots of a still-in- 
development version of Super Mario World (and while they were printed very small then, we've 
done our best to enlarge them just a bit here). Take a look at the Fire Flower and Fiery Mario in 
the top-left shot - that was before the flower's design was altered to a more tulip-like look. The 
map screen in the bottom-left shot is entirely different than any area seen in the final game. 
Mario looks like he's become a mermaid in that not-final swimming pose in the bottom-right shot, 
and even the simple Wood Block design in the top-right didn't make the final cut either! 
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NINJA TRAINING 


The second of four bimonthly Strategy Guides to 
offer play-to-win strategies straight from the pros at 
Nintendo Power was dedicated in its entirety to one 

of the most challenging games on the NES: Ninja 

Gaiden II: The Dark Sword of Chaos. In addition to 
maps, tips and hints that would take Power Players 

right up to the final boss (while leaving that part a 
secret), the guide sought to educate its readership 
with "Ninja Methods and History." Other additions to 
make it more than a mere guide included original 
artwork, information on the characters and comic 
renditions of the game's famed "cinema scenes." 
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Video games are meant to be 
just one thing. Fun. Fun for everyone. 
-Satoru Iwata 


INIERVIEW 


ISSUE #17: THANK YOU, MR. IWATA 


THE ANNOUNCEMENT THAT мг. 
Iwata had suddenly passed away 
prompted an outpouring of love from 
fans throughout the world. He had 
been battling cancer in the form of a 
bile duct growth for more than a year, 
and his appearances at major gaming 
events - including the most recent E3 
- had become increasingly less 
frequent. Satoru Iwata began his 
career as a programmer at HAL 
Laboratory, where he worked on 
popular series such as Kirby, Super 
Smash Bros. and EarthBound. His 
interest in programming formed 
during his high school years, when he 
taught himself how to create games 
on a calculator. 

"In my years as a student in high 
school and college, I would make 
games on a Hewlett-Packard HP-67 
calculator," said Mr. Iwata, in a 2014 
interview with 4gamer.net. "Back 
then, I made a Star Trek-themed 
game by myself. | managed to get 
over the calculator's restriction of 
only allowing 224 steps per 
program by using six different 
magnetic cards. It was a master- 
piece of calculator programming! 
The people at Hewlett Packard's 
Japanese Agency were really sur- 
prised. It was a ton of data to send. 
By that point, I was no longer 
worried about the HP-67's docu- 
mentation." 

He explained, "There was defi- 
nitely a period of time after І began 
working at HAL when I sort of 
fancied myself to be the most profi- 
cient software engineer in the video 
game industry. Because I believed 
things like that I could write better 
NES code than even Nintendo's 
engineers, or that I could write the 
fastest, most compact code." 

Over the years, Satoru Iwata's role 
transitioned from programmer to 
manager, when he eventually became 
Nintendo's General Manager of 
Corporate Planning. In 2001, he told 
IGN that his primary role at NCL was 
to act as a communicator and to 
remove any frictions in communica- 
tions based on his experience as a 
developer. He explained how some 
employees referred to him as the 
"Director of Problem Solving." 

For example, the GameCube title 
Super Smash Bros. Melee ran into a 
few problems, which sparked concerns 
about the title being delayed. Mr. 
Iwata, who wasn’t employed as a full- 
time programmer anymore, decided 
to do a code review himself to resolve 
the issues. 

Said Mr. Iwata, "My actual last 
work on programming happened 


when I was working as the General 
Manager of Corporate Planning at 
Nintendo. Something happened and 
the GameCube version of Super 
Smash Bros. didn't look like it was 
going to make its release date - so I 
sort of did a code review for it. At 
the time, I went to HAL Labs in 
Yamanashi and was the acting head 
of debugging. So, I did the code 
review, fixed some bugs, read the 
code and fixed more bugs, read the 
long bug report from Nintendo, 
figured out where the problem was 
and got people to fix those . . . all in 
all I spent about three weeks like 
that. And, because of that, the 
game made it out on time." 

After Hiroshi Yamauchi retired, 
Satoru Iwata assumed the role of 
President in May 2002, when he 
oversaw the launches of Wii and 
Nintendo DS. Historically, both plat- 
forms are considered to be the com- 
pany's most successful consoles ever. 
In a 2006 Los Angeles Times piece 
written by Iwata, he explained how the 
game industry could learn a few 
things from Hollywood about reaching 
a larger, broader audience. 

"Do you know someone who's 
never read a book? Watched a TV 
show? Seen a movie? It's unlikely, 
because these are true forms of 
mass entertainment," said Mr. 
Iwata. "But on the other hand, do 
you know someone who's never 
played a video game? Probably you 
do. We like to talk in our industry 
about mass appeal, but I wonder if 
we will ever achieve it." 

He continued, "Through the 
years, motion pictures have ben- 
efited from several significant tech- 
nical advances. They added sound, 
then color... and air conditioning 
inside theaters. Only one of these - 
color - had to do with what was 
actually seen on screen. The other 
two enhanced the nature of how 
movies were enjoyed by stimulating 
other senses. The challenge for our 
industry is to also find ways that 
improve the experience by means 
other than what is seen. That 
shouldn't be too hard because we 
operate interactively, rather than 
within the restraints of passive sto- 
rytelling." 

During the GameCube's life cycle, 
Mr. Iwata feared that Nintendo had 
become too conservative due to their 
reliance on sequels, and he began 
advocating for more original ideas to 
reach new audiences. Some of these 
new intellectual properties went on to 
achieve massive success, including 
Nintendogs, Brain Age, Tomodachi Life 


and Splatoon. 

"If all we were to ever do is just 
continue to make sequels and not 
do anything new or different, 
people would view us as a very con- 
servative company and a company 
that is unwilling to take new initia- 
tives and embark on new adven- 
tures," said Mr. Iwata. "That's not 
the type of person І am and not the 
kind of company ! want Nintendo to 
be." 

"We do not run from risk. We run 
to it. We are taking the risk to move 
beyond the boundaries of the game 
industry to reach new players and 
current players," explained Iwata. 

Throughout Nintendo's history, the 
company's battled perception 
problems that their products only 
appeal to children. Regardless, Mr. 
Iwata stuck to his guns that Nintendo's 
products should appeal to the largest 
and broadest audiences possible. He 
believed that children tend to be the 
most honest about the overall quality 
of software. 

"First of all, I’ve never once been 
embarrassed that children have 
supported Nintendo. I'm proud of 
it. That's because children judge 
products based on instinct. 
Everyone wants to appeal to 
people's instincts, but it's not that 
easy," said Iwata. "That doesn't 
mean we're making products just 
for children. We believe that there's 
interactive entertainment that 
people in their 60's, 70's and 80's 
can enjoy, so we're doing various 
things." 

There is a common belief among 
major publishers that laying off 
employees will lead to short-term 
financial gain. But Mr. Iwata was 
strongly against this, because it would 
negatively impact their corporate 
culture, leading to low morale among 
employees, and ultimately result in 
lower software quality. Even after the 
company faced three straight years of 
losses, Mr. Iwata remained adamant 
that layoffs were not a real solution. 

"If we reduce the number of 
employees for better short-term 
financial results, employee morale 
will decrease," said Iwata. "I sin- 
cerely doubt employees who fear 
they may be laid off will be able to 
develop software titles that could 
impress people around the world," 
he said, during the company's 73rd 
Annual General Meeting of Share- 
holders. 

To the dismay of vocal critics, 
Nintendo has always been fiscally con- 
servative with their spending. They 
have amassed a large war chest 


thanks to their conservative philoso- 
phies, and that allows them to take 
bigger risks without worrying about a 
single product sinking the entire ship. 

Speaking with Nikkei in 2014, Mr. 
Iwata explained, "Without savings, 
we could not have recovered from a 
single failure in game systems. 
Even now, we can afford many 
options because of our robust 
financial standing." 

The increasing costs to develop 
games, and consumer unwillingness 
to pay full price for software, have 
contributed to the challenges facing 
the game industry today. The discon- 
tinued Club Nintendo and other 
loyalty programs were created to give 
consumers more incentive to 
purchase more software during their 
initial release. The popularity of 
mobile gaming has forced the 
company to rethink pricing strategies 
without devaluing their software. 

Iwata explained in 2013, "These 
days it is becoming increasingly 
challenging to determine the 
minimum development resources 
required for customer satisfaction. 
The point I am trying to get across 
is that currently it is more chal- 
lenging to sell packaged software 
for around $50-$60. It is true that 
it is becoming increasingly chal- 
lenging to meet the expectations of 
consumers who are willing to pay 
$50-$60 for a game, and it is diffi- 
cult to break even unless a huge 
number of units is sold all over the 
world, so it cannot be denied that 
software development is becoming 
more challenging." 

Satoru Iwata will be missed by 
everyone - his willingness to engage 
with fans through different mediums 
is something that isn't typically 
expected from most CEOs. Perhaps 
that's why his death felt like such an 
incredible loss for anyone who was 
familiar with Nintendo. During an 
interview with Time, Mr. Iwata 
explained why he did things like 
Nintendo Directs and Iwata Asks. 

"I think a typical president of a 
company does not do things like 
Iwata Asks or Nintendo Direct, so 
some people might view me as a 
slightly strange president," said 
Iwata. "But I do think that there is a 
tremendous amount of meaning for 
me to be able to do and continue to 
do things that only I can do, and so 
PII continue to look for new and 
unique things that I can contrib- 
ute." 

Truly, there were many things Mr. 
Iwata did that only he could do. His 
absence will be felt for years to come. 
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It's total chaos in the 
Mushroom Kingdom! 
Flip the page for our full 


.. review of Super Mario Maker! А 


The Communi 
SUPER MARIO MAKER 


ITS ALREADY A nightly ritual. After 
the boys are asleep, after all of the 
day's work is done (but before heading 
to bed myself), l'II fire up Super Mario 
Maker just to see what's new in the 
world of custom-built Mario stages. 
Each level only takes a few minutes, 
max! It's so easy to play опе... and 
then another . . . and then, "Oh, I'll 
play just one тоге..." 

І haven't been getting as much 
sleep as | used to. 

Yes, Super Mario Maker is the latest 
"just one more" kind of game from 
Nintendo - only Nintendo can hardly 
take credit for that. Because while the 
company created the toolset being 
used to make these infinite, endless, 
you-could-never-play-them-all new 
Mario stages, it's the thousands of 
dedicated (and often deranged) users 
of the now-humongous Super Mario 
Maker community that are putting in 
all the time and effort to actually keep 
the new levels flowing, day after day, 
night after night. 

It's ingenious. With Super Mario 
Maker, Nintendo's provided its legions 
of faithful fans with such an easy-to- 
use, accessible interface for building 
2D Mario platforming stages that 
everyone's jumping in and trying. And 
it's that community of construction 
that is the most important positive 
point to point out up front. There have 
been games before that have included 
level editor modes and encouraged 
players to try their hands at crafting 
their own puzzle challenges or race 
courses - we just chronicled their 
history in our last issue. But none of 
those previous games enabling user- 
created content has had such an 
immense collective of creators as 
Super Mario Maker established for 
itself just on Day 1. 

Of course, with so many different 
artists working in this same studio, 
not every level is a masterpiece. 
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Sometimes you'll play a dud. Often, 
even. These are not professional level 
designers at work, so sometimes 
you're going to run into some truly 
lame or - worse - intentionally trolling 
stages. Some of the inspiration for 
Super Mario Maker came from the 
"Kaizo" Mario hacks that altered past 
games in the series into nearly impos- 
sible, terribly frustrating implements 
of virtual torture, and plenty of this 
community's adopted that inspiration 
for themselves with their own level 
designs that punish you at every turn. 
But even fiendishly challenging 
stages have their place here. If you 
come across one that's just too frus- 
trating for you while playing through 
the 100 Mario Challenge, you 
can simply choose to skip it 
and move on to a different 
stage. And if you're 
just browsing the 
new or trending 
uploads list, you'll 
see clear stats on 
each level - like 
what percentage of 
people who've tried it 
have been able to win. 
Want to avoid frustration? 
Skip the low percentage 
stages. Want a true test of 
your gaming might? Go for a 
stage that only a few have been 
able to beat before you. 
Searching for specific levels isn't 
as intuitive as it could have been - I 
would have liked to see a "search by 
name" function so I could type in 
something like "Mega Man" and get 
back a list of Mega Man stage remakes 
or levels using his amiibo costume. 
But | see Nintendo's wisdom in limiting 
the in-game search functionality too — 
because you have to share ID codes to 
let others directly access your stages, 
lots of people have been doing just 
that on social media. The lack of 
in-game search is only serving to 
increase the game's exposure and 
further build the community! 
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So Super Mario Maker succeeds 
brilliantly in being a portal to a never- 
ending supply of new Mario levels - | 
have no doubt that a constant stream 
of fresh challenges will keep showing 
up here for years to come. Where the 
package isn't quite perfect is over on 
the creation side of things. 

The building interface is wonderful, 
as I've said. Nintendo took the 1992 
SNES classic Mario Paint as a template 
and brought back all of the easy-to- 
use buttons and cutesy characters 
to frame the experience of 
making and saving stages. 

Even the Fly Swatter 
minigame is back! 
Using the stylus 

to drag and 

drop blocks 
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into place is as natural as can be - 
even my three-year-old can do it. 
What's more, the variety of options 
available is impressive. You can craft 
levels from four different eras of 
Mario history: the original 1985 style, 
Super Mario Bros. 3's updated 8-bit 
look, Super Mario World's 16-bit vibe 
or the most modern option, the New 
Super Mario Bros. U style that first 
appeared just a few years ago. Each of 
the styles comes complete with items 
and mechanics that 
match the source 
material, too. 
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That means you can include a Cape 
Feather in a Super Mario World-styled 
stage to enable flight sequences, or 
build a New Super Mario Bros. U level 
around wall-jumping (which wasn't a 
part of Mario's repertoire years ago). 

There are even entirely new items 
like the Spiny Helmet, and new ways 
to make enemies behave, like stacking 
them into towers of terror. Look at the 
screenshot just above to see nearly 
the full slate of available items, 
enemies and block types - it's a lot. 

And yet . . . | wish there were more. 
It doesn't take long before you start to 
realize that some key elements are 
missing in action — like being able to 
make a sloped surface. Hills have been 
in the series since Super Mario Bros. 3, 
and yet they're not a part of Super 
Mario Maker. Everything must be built 
from bricks and blocks on right angles. 
The Raccoon Tail? It's in here, sure - 
but the other three iconic power-ups 
from its debut game aren't, so there's 
no making stages for the Frog Suit, 
Tanooki Suit or Hammer Bros. Suit. 
Beach-style levels with water tiles on 
the bottom? Nope. And no desert 
stages, or levels that scroll vertically, 
or... well. You get the idea. 

І almost don't want to write off any 
omissions here as a definitive negative 
against the game, though, as Nintendo 
has gotten into the habit of extending 
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key games with DLC additions both 
free and paid in the months following 
their release. And Super Mario Maker 
would be the easiest game of all time 
to add DLC content to - the objects 
and enemies already exist in the older 
games. They just need to be brought 
over! If Splatoon can get new gear and 
arenas and Super Smash Bros. can get 
new fighters and stages, surely Super 
Mario Maker can get a couple of new 
types of blocks at some point in the 
months ahead. We do know that there 
will be at least some DLC coming, as 
Nintendo announced just before we 
wrapped this issue that the cartoon 
mascot of Japan's Famitsu magazine 
will be added as another Mystery 
Mushroom character - so this Maker 
isn't totally set in stone as-is with 
what's shipped on the disc. 

But even if what's included on Day 1 
is really all there is in the end, Super 
Mario Maker would still absolutely be 
worth your time and money. Probably 
much more time than money in the 
end, really - because if you're like me, 
this game's going to get itself inte- 
grated into your life as a new nightly 
ritual. "Just one more level," you'll be 
saying, at 1 a.m. And then 2. And then 
5. (Though you really should get some 
Sleep at some point. The community of 
construction will still be there making 
new Mario tomorrow, too.) - LUCAS 


MARIO'S COSTUME CLOSET 


Another major selling point of Super Mario Maker is that it's fully com- 
patible with every single amiibo figure that's been released so far. 
Scanning each one of them activates a new costume that Mario can 
wear to "become" that character - you just need to build a level and 
include the new Mystery Mushroom item to trigger the visual change. 
Even better? The game goes above and beyond the current amiibo 
lineup and includes dozens more character costumes as well, for some 
mascots who will probably never get the amiibo treatment - like our 
favorite girl from Swapnote, Nikki, and even oddities like the Wii 
Balance Board! One disappointment, though, is that not all the 
costumes are created equal. While most have custom sound effects, 
some, like the Pokémon characters, do not. So no Charizard roars! 


THE INSANITY OF THE IDEA BOOK 


If the chaos created by the community isn't crazy enough for you, take at the sheer lunacy that Nintendo's own employees came up with and put into print. 
It's the Super Mario Maker Idea Book, and a copy is included with each physical edition of the game - it's packed with wild object combinations and setpieces, 
many of which you can access directly in the game. Want a free digital version? Grab it here: nintendo.co.jp/wiiu/amaj/booklet/SuperMarioMakerBooklet.pdf 
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LIMITATIONS WON'T STOP YOU 
FROM HAVING A GREAT TIME 


NINTENDO'S HAD THE easiest job in the world in the last month or so 
- it wasn't hard to sell me on the concept of Super Mario Maker in the 
slightest. As someone who loved creating minigames in WarioWare D.LY. 
and puzzles in a host of titles like Mario vs. Donkey Kong: Tipping Stars, it 
seemed logical to move on to the creation of Super Mario levels. Next to 
that, Super Mario Maker is the freshest celebratory title possible for the 
famed series’ 30th anniversary. It almost makes me forget that they just 
slapped Super Mario All-Stars onto a Wii disc for its 25th! (Almost.) 

The concept of creating levels in itself is nothing new. Plenty of games 
have tried it and pulled in the gamer with success. Super Mario Maker’s 
own niche comes from its simplicity and its ability to make players quickly 
understand what's going on. The game delivers content in steps and 
doesn't overwhelm you with large tutorials. Slowly and steadily, you learn 
to adapt and make smart levels as you go along. 

It helps that dragging the objects on the Wii U GamePad's touchscreen 
is clean and simple fun. By giving the items a shake, they change and add 
additional options to an ever-growing pile - Green Коора Troopas become 
Red, for example. That pile isn't endless, however, and there are a few 
strange omissions in the roster. 

The same goes for mixing objects together. There's a lot that you can 
do with the tools given to you, but not every idea will function as you 
would like. Super Mario Maker allows you to break the rules, but only 
within the limits that the game provides. There's enough here for you to 
do, but people expecting just a little extra will feel just slightly let down. 

But maybe, just maybe, building levels is simply not the thing that you 
like to do - you'd rather play the levels of others and see what makes their 
creations stand on their own! The Course World section provides plenty of 
fun with levels of various difficulties. You can use filters to find the hot 
new levels or the older success stories. Finding individual courses proves 
trickier, as you need to input a special 16-character code that's generated 
after it's uploaded. In a time when Nintendo Network IDs have become 
standard on Wii U, this feels backward - though, in the end, you do get 
directly to what you're searching for, and that's worth something. 

When | want to just play levels, | usually pick the 100 Mario Challenge. 
It allows me to hop from level to level and unlock the various Mystery 
Mushroom suits for Mario to wear. (You don't have to have the amiibo 
figures to access them all.) The mode also provides a true challenge, as 
you're never sure what's coming up next. The act of challenging the 
unknown is something that I’ve always adored about the regular entries in 
the series. 

Super Mario Maker brings the love for 2D platforming action together 
in a fantastic package. With various play styles to engage 
with, changing up the action is always in your hands. 
There are some weird limitations for sure, but 
ultimately, they won't stop you from having a great 
time with both Playing and Making. Nintendo knows, 
like no other, how to make the act of creation enter- 
taining and fun. That alone deserves the biggest praise 
possible! - DAAN 
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EVEN IF YOU THINK EDITING'S 
NOT FOR YOU, TRY IT! 
SUPER MARIO MAKER has taught me that 1 don't know myself very 
well. When the game was first announced, | thought it was a pretty fantas- 
tic idea - but with that said, | didn't see the editor mode being for me. | 
can't think of a single game in which І actually had fun with an in-game 
level editor. That kind of content just never clicked with me, so | thought it 
would be the same with Super Mario Maker. | was perfectly fine with that, 
because I was really just interested in playing the levels everyone else 
would create. 

Now that I’ve gone hands-on with the final version of the game, though, 
I'm not ashamed to admit that | was pretty much 10096 wrong with my 
personal assumption. 

Super Mario Maker's editing suite is one of the most expertly crafted 
works of interactive art I've seen Nintendo put together. We all know that 
Nintendo has a knack for making some excellent games, but they're not 
exactly known for giving us lots of tools to create our own adventures. 
There have been some titles here and there that offer up editor modes, 
but Super Mario Maker's heart and soul comes from its editor - it is abso- 
lutely crucial to the entire experience. You're either building levels 
yourself or playing levels built by another person, so the editor has to be 
top-notch. That goal has certainly been achieved, and I really cannot get 
over how intuitive and painless the entire experience is. 

Super Mario Maker's editing tool really is as simple as tapping what you 
want and dragging it to where you want to place it. Other than a "wiggle" 
feature that lets you change up the items you've selected, that's really all 
there is to building levels. The process couldn't be any easier, making for a 
barrier of entry of just about zero for any player of any age or skill level. 
АП you have to do to figure out how to use this toolset is look at it! That's 
an absolutely huge part of why Super Mario Maker is so successful in what 
it does. The developers have gone well out of their way to think of every- 
thing a player might try, and they've come up with a solution that is as 
graceful as it is straightforward for every possible situation. 

The real danger in Super Mario Maker comes from the time that you'll 
spend in the editor. When I think of games that are time sinks, there's one 
that comes to mind above all others: When I'm playing Minecraft, hours 
can pass by in what seems like a matter of minutes. | have never felt that 
way with any other дате... until | played Super Mario Maker. | really 
have poured hours upon hours into the level editor, creating all sorts of 
ideas that my mind came up with on the fly. One moment the sun would 
be out, the next it would be the middle of the night. | have been so 
enthralled with Super Mario Maker that I'm losing sleep, and that's not a 
joke or over-exaggeration! 

Super Mario Maker is a huge triumph for Nintendo, 
and they should be very proud. We've spent years 
playing Mario games, but somehow Nintendo has 
made it just as fun to create our own. That's some- 
thing | never thought I'd say, but it's absolutely 
true. It really is a magical experience that is only 
limited by your imagination . . . and by your need 
for sleep! - KEVIN C. 
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It's time to settle this battle once and for all! 


Rika Yazawa 


You must be joking! That LBX is barely 
ready for battle! 


NINTENDO 
LEVEL-S 


Itty-Bitty Battle Bots 


LEVEL-5 HAS BEEN a prolific developer over the 
past several years, cranking out the Professor 
Layton series and the forthcoming Yo-kai Watch 
phenomenon. Flying in slightly under the radar is 
another one of their budding franchises: Little 
Battlers eXperience (or LBX for short). After being 
available in Japan on the 3DS since 2012, this first 
game in the series - that focuses heavily on a zany 
anime story and highly customizable robot 
fighting - is now finally on sale in North America 
and Europe. Better late than never? 

The structure of LBX owes a lot to Pokemon, as 
the game’s opening is reminiscent of the famed 
Nintendo series. In the world of LBX, robo-battling 
is everyone's favorite pastime, with kids and 
adults alike having their own little metal warriors 
that they use to battle each other. 

But our hero, Van Yamano, can't take part in all 
the excitement – because he has по LBX of his 
own. His father, who's been missing for years, had 
a hand in creating the little robots in the first 
place, and his mom is against Van participating in 
the sport/way of life because it's too much of a 
painful reminder of her departed husband. It isn't 
until a mysterious woman gives Van a super- 
special LBX that he can finally join in, and from 
there, the whole ridiculous story kicks off. 

The beginning is focused on dueling classmates 
and beating the school bully, but very quickly, Van 

and his friends are enveloped in extremely 

dangerous situations, including an assas- 
sination, corporate espionage and weird 
underground tournaments. The story rarely 
slows down and regularly doubles down on 
preposterousness and the absurdity of this 
fictional world. 
The same can't be said for the moment-to- 
moment gameplay, which 
is at heart a series of 
fast-paced, action- 
packed battles – but 
is really more driven 
by complex custom- 
ization and navigat- 
ing numerous sub- 
menus. As the game 
progresses, you 


accrue a team of a LBX owners, but to customize 
just one of them, here's what you have to do: pick 
two weapon sets, equip five pieces of armor, cus- 
tomize your core unit by placing five or more 
elements in a limited grid, set your items and then 
set your special attacks. Also, in addition to your 
character leveling up, weapons and pieces of 
armor also level up - which, in turn, unlocks more 
special attacks and abilities. You can save 
loadouts, which does encourage customization, 
but the whole process is convoluted with so many 
variables. Fortunately, in the case of the story, you 
don't have to worry too much about the minute 
variables in your customized LBX. After fiddling 
with the customization for a long time early on, I 
eventually just kind of rolled with my team as-is, 
upgrading my gear irregularly. 

Battles also take an inordinate amount of time 
to set up, which is especially troublesome when 
you get to stretches rife with random battles. It 
has a similar structure to Pokémon, but the big 
difference is that Pokémon's random battles get 
you in and out very quickly; while a trainer battle 
can take some time, wild monster battles are 
quick. In LBX, random battles feature lengthy 
loads and numerous steps. When you're actually in 
combat against other robots, it's great fun, but 
that's maybe half of the time a battle can take. 

The battling takes place in one of many differ- 
ent arenas, with anywhere from two to six com- 
petitors split into teams. Combat is simplistic, 
based on easy-to-grasp combos and managing a 
gauge that limits how much your LBX can attack 
successively. When the gauge runs out, you need 
to wait a few seconds for it to fill back up. The goal 
in some lengthier battles is to fill up another 
gauge that's used to execute special attacks. 
These can be devastating - as long as the 
opponent doesn't dodge. In most matches, you 
can come into battle with two weapon sets that 
includes staffs, swords, guns and more. Ranged 
attacks seem to be overpowered early on, but as 
you get deeper, the foes get more challenging and 
different strategies need to be employed. 

Woefully, you can't take your custom LBX 
online for battles against random players or 
friends. While later games in the series (that are 
already out in Japan) feature online multiplayer, 
this version only has local play, requiring every 
player to have a copy of the game. Few will likely 
be able to make full multiplayer sessions happen. 

LBX's presentation might be grand, complete 
with a fun, goofy story, but the entertaining 
combat is too often obfuscated by the endless 
menus of gear, weapons, motors and core units. 
There's a lot of game packed into this little 
package, but it takes a long time to get going, and 
when it does, it's still extraordinarily leisurely 
paced. Van and his friends might be able to stop a 
prime minister from getting killed, but even in 
exciting scenarios like that, they're still not able 
make this eXperience truly exciting. - NEAL 
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Your First Ste 


DISNEY INFINITY 3.0: 
TWILIGHT OF THE REPUBLIC 


IF THERE'S ONE game that's kept 
me busy for the last few weeks, it's 
Disney Infinity 3.0. While I liked the 
previous entries to various degrees, 
his is the first Infinity to seriously 
hook me for hours on end. We'll be 
spreading out our coverage of this 
sequel into our next issue as well, but 
irst and foremost I want to discuss my 
experiences with the Starter Pack of 
Disney Infinity 3.0 - headlined by the 
included Twilight of the Republic Play 
Set - and what makes this game the 
best one of its kind. 

After a flashy and cool opening, 
you'll put your first figurine down on 
the base and get thrown into the Toy 
Box Hub. The hub contains glorified 
tutorials that will teach you all about 
Toy Boxes. The lessons are simplified 
down to the bare basics, and there are 
sample Toy Boxes as well to give you 
an even better sense of what the 
game's trying to teach you. This is all 
optional, and you're free to explore 
and build at will if you so desire. For 
newcomers, though, all of this has 
never been better and it truly 
deserves some praise. 

After getting your education, you 
can explore the Toy Boxes of others or 
make worlds of your own. Infinity 3.0 
offers a great number of Toy Boxes to 
uncover by default, and the develop- 
ers add new stuff on a weekly basis 
too. (They even highlight the worlds of 
others, so do your best to make some- 
thing outstanding!) 

Another creative aspect is that you 
can make your own house, in an 
option called "INterior." This mode has 
that Animal Crossing appeal where I 
just want to think bigger and better — 
so that's exactly what I did. It was 
there that I finally understood the true 
appeal of Toy Boxes. 

Of course, the main stars of this 
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party come from Star Wars, through 
the included Twilight of the Republic 
Play Set. In it, you take control of 
either Anakin Skywalker or Ahsoka 
Tano. (There are naturally more 
figures available, but | was satisfied 
with what came in the box.) 

Ahsoka, first introduced through 
The Clone Wars cartoon, is particularly 
satisfying to play, as she wields dual 
lightsabers to aid her in battle. With 
the right upgrades, she becomes a 
force to be reckoned with - she can 
reflect enemy fire with ease and also 
throw her sabers right at opponents, 
which is handy when a lot of enemies 
pop up. 

Anakin has some pretty cool 
elements as well. He slices quickly 
with his lightsaber and you can pull in 
enemies with the Force, so that you 
can perform a quick KO. Additional 
moves and options are unlocked 
through skill trees, and this makes 
leveling up either character extremely 
worthwhile. 

The story in the Play Set follows 
them - alongside Yoda and Obi-Wan - 
going into an old, abandoned droid 
factory that has suddenly been acti- 
vated again. (This piques the interest 
of the Galactic Republic, naturally.) In 
the opening missions, the team ships 
out to investigate what's going on. 
They run into General Grievous - who 
clearly has more information than he's 
willing to share - and no one else 
wants to talk either. Don't expect this 
mystery to be solved easily! 

After the opening has concluded, 
you'll take a tour of several more 
planets first seen in the films, like 
Geonosis, Tatooine, Coruscant and 
Naboo - all while working to 
diminish the threat of the evil 
Separatist forces. While fighting 
off bad guys, you can explore 
a hub world and do smaller 
missions, if you'd like to 
take a break from combat. 


There are nice cutscenes to 
accompany all of this, and the voice 
work is really well done. 

The main story quests will send you 
on a pretty straightforward path. 
There are a few ways that you can 
approach it, but in general, you'll 
always know where you need to go 
next. What's nice about the stroll is 
that the missions feel very connected 
to one another. After a quest is done, 
you can look at what you achieved and 
how you can earn the various stars. 
There's even an option to just replay 
the last sequence you completed. If 
you never touch anything, you just 
continue onward and discover what's 
next. This makes the Play Set move 
forward at a brisk pace, which is great 
for people with limited time to play. 

Disney Infinity 3.0 looks pretty 
good on the Wii U, though the 
framerate does stutter in 
places. This doesn't really 
happen much in the Play Sets, 
but mostly in the various 
elements of the Toy Box. | got 
used to it after a 
while, but it is a 
bit annoying. 


p into a Larger World 


The look and feel of the game is quite 
on-point, though, and everything has 
an enjoyable cartoony atmosphere. 
Twilight of the Republic's tone per- 
fectly brings the Star Wars galaxy into 
the Infinity fold – its music, in particu- 
lar, really gets you in the mood for an 
adventure. 

(Most adventurous may be just sur- 
viving the long load times. Yikes!) 

While some elements of the pre- 
sentation could be better, there's a lot 
to love about Disney Infinity 3.0. The 
Toy Box has never been better, and the 
Twilight of the Republic Play Set will 
engage both Star Wars veterans and 
newcomers. It's time to get creative, 
because the best version of Disney 
Infinity has truly arrived! - DAAN 
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EZRA BRIDGER 


KANAN JARRUS 


HULKBUSTER 


THE 3.0 FIGURE LINEUP (SO FAR) 


As usual, the latest Disney Infinity release has been accompanied to store 
shelves by an avalanche of optional add-on figures. Wave 1 brought us four 
heroes from the Star Wars Rebels cartoon show, the full set of Inside Out 
emotions, and classic Mickey and Minnie Mouse as well as Yoda and Obi-Wan, 
to add to the Starter Pack's Star Wars fun. Late September's Wave 2 will bring 
old-school Star Wars icons like Luke and Leia (bundled with the Rise Against 
the Empire Play Set), and in early November, Marvel's Ultron and Hulkbuster 
will join in the fun. These aren't all, though! More characters are on the way! 


DARTH MAUL 


Its So Emotional! 
DISNEY INFINITY 3.0: INSIDE OUT 


PICKING UP RILEY'S story at some 
point shortly after the events of the 
film, the Inside Out Play Set begins 
with our now 12-year-old young lady 
watching a horror movie - after which 
she falls asleep and everything falls 
into chaos in Imagination Land. 
There's been a breach! Memories are 
scattered all over the place, and it's up 
to Joy and the other emotions to fix 
things by hopping through a series of 
2D and 3D platforming levels. 

The 3D platforming is similar to 
what we've seen in Disney Infinity 
games before, but a few new things 
are done with it here. Each character 
has his or her own unique skills, 
making them all stand out from one 
another. Joy can float in the air. Anger 
can walk across lava. Fear can run 
really fast, Disgust can jump quite 
high and Sadness can stand on clouds 
without them disappearing. These 
abilities are all needed to progress 
through the levels, but that doesn't 
mean that you need to own all five 
figurines - there are costume booths 
that allow you to change into every 
character on the fly for a limited time. 

While going through the Play Set, 
Joy was my character of choice - her 
floating ability is handy in any given 
situation. This is especially true if you 
want to collect all the collectibles 
spread across the stages: There are 
balloons that need to destroyed and 
pages of the Mind 
Manual are spread 
across Imagin- 
ation Land. 


(The pages are important to unlock 
additional content in the Play Set, so 
it's a good idea to look out for them.) 
The 3D levels weren't overly challeng- 
ing, as they're designed well and you 
never get confused about where you 
need to go next. There are buttons to 
be pressed, a few enemies to be 
defeated and various obstacles to 
overcome. Children will get a kick out 
of it, but adults will find very little that 
will challenge them. 

In the 2D levels, the various abili- 
ties are a bit less needed. | mostly 
went with Joy throughout and had 
hardly any issues completing stages. 
The levels seem to be more focused on 
standard platforming, with a few 
obstacles sprinkled in-between. The 
same rules for obstacles and buttons 
apply in these levels, so it isn't all that 
hard to adapt. One twist in some 
stages is needing the help of special 
Mind Workers to be able to move 
forward, but finding them and getting 
them where they need to go is easy. 

Inside Out's Play Set is a joy to 
behold, full of colorful, bright and 
whimsical environments set in various 
parts of Imagination Land. It will grab 
kids and adults alike, and is especially 
well suited for kids and adults to glee- 
fully play together in co-op. Lone 
grown-ups might not have as much 
fun because of the lower difficulty 
compared to some other Disney 
Infinity sets - so recruit a daughter, 
son, niece, nephew, distant cousin or 
another young'un to join you in the 
emotional adventure! - DAAN 
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ASK THE 
FORCE 


WHICH ENTIRELY 
OBSCURE CUBE/PS2/ 
XBOX-ERA GAME 
SHOULD GET AN 
OUT-OF-NOWHERE 
REMASTERED 
RE-RELEASE NEXT? 


DAVID 
Is Wario World obscure 
enough? Viewtiful Joe? 
Custom Robo? 


BRETT 
Geist was a cool concept 
that should be revisited, 
and more people should 
play Eternal Darkness. 


AARON 
Cubivore? Maybe it 
could ride on the 
coattails of Minecraft's 
blocky popularity. 
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TONY 
Let's bring back I-Ninja! 
Not only was it pretty 
slick 3D platformer, it 
was also one of the final 
titles from Argonaut 
Games, the studio that 
co-developed the 
original Star Fox! 
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CHRIS 
Gunvalkyrie, developed by 
Smilebit and released on 
Xbox, is one of my favorite 
action games of all time. 
Since Smilebit is techni- 
cally still around making 
Mario & Sonic Olympic 
games for Nintendo, it 
would be a perfect fit for 
Wii U. When I tell people 
about Gunvalkyrie, the 
usual response is, "Huh?" 


The Cat's Back Out of the Bag 


LEGEND OF KAY ANNIVERSARY 


WHEN IT COMES to mascot platform- 
ers, I've pretty much played them all - 
Croc: Legend of the Gobbos, Jersey Devil 
- you пате it, I've probably played it (or 
wanted to, at least). But one game that 
evaded my radar for many years was 
Legend of Kay. Out of every action/ 
adventure game I've played in my 
lifetime, Kay was one of the last ones | 
expected to see get an "Anniversary" 
re-release. 

As it turns out, there are a lot of 
elements that were better off forgotten. 

І really dig the anthropomorphic 
animal theme, coupled with some pretty 
decent in-game lore provided at the 
start of the adventure. Multiple species 
of creatures inhabit the world of Kay 
(Pandas, Rabbits, Cats and Frogs), but 
over time, society lost its way, which 
allowed the evil Gorillas to invade the 
once peaceful land. Kay, a cat, lives in an 
era where "The Мау," the religion of the 
people, is only a myth. In a sort of Luke 
Skywalker-type situation, he eventually 
sees the light and begins his battle 
against the forces of darkness. It sounds 
silly, but it works quite well, balancing a 
cute and vibrant aesthetic with a touch 
of seriousness (through some adult 
themes, like alcoholism). 

Your options mechanically are attack- 
ing, blocking, jumping, crouching and 
grabbing. That's . . . basically it on a fun- 
damental level. Once you finish up the 
initial tutorial, Kay can perform all of 
these moves with ease, and that's what 
you're going to do until the very end of 
the game, with little in the way of skill 
set progression. It's here that the game 
works, because even though the funda- 
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mentals are rudimentary compared to 
other action titles, the controls are 
responsive and easy to pick up. 

The actual designs of the environ- 
ments are fun to roam about in too. With 
light elements of puzzle platforming, it's 
a joy to walk around and figure out new 
concepts - and again, Kay's core control 
scheme allow players to do nearly 
everything they set out to do. That's not 
to say that the game has an open world, 
as it is level-based, but this feels like 
more of an acceptable design limitation 
than some of the other elements. The 
collectathon element is fun as a result of 
keeping the sandboxes in line, and 
doesn't feel tedious for the most part. 

unfortunately, Legend of Kay cannot 
escape its 2005 pedigree, as this 
Anniversary re-release doesn't succeed 
in elevating it beyond what it provided a 
decade ago. While the menus are 
pristine and sharp, the actual in-game 
visuals aren't anything to write home 
about. In fact, other than a distinct 
shine to the character models and 


enemies, they wouldn't look out 

of place back in the GameCube era. This 
is particularly true of most of the envi- 
ronmental objects, as some of them are 
outright blurry. It's a shame that the 
comic book presentation of key scenes 
wasn't done more often (similar to Metal 
Gear Solid: Peace Walker), as they would 
have aged far better. 

A lot of other elements haven't been 
updated, like the voice acting, which still 
feels like a production from an amateur 
Flash animation. In an era when a lot of 
games were missing fully voiced charac- 
ters it wasn't as big of a deal, but 
compared to most modern releases, it 
falls short. For an anniversary release, 
the extras aren't all that great either. 
You'll find your typical galleries, ranging 
from pictures to videos to art, to new 
weapon skins. 

Legend of Kay: Anniversary is a ques- 
tionable re-release, but most mascot 
platformer fans should 
give it a go at some 
point, even if it's 
after a sale. 

- CHRIS 
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The Humanoid V. caloid 


IN A WAY, it's weird to even talk about 
Hatsune Miku. This character is a "digital 
idol" - a virtual pop star created in Japan, 
where her contemporaries are all real 
human beings. The Hatsune Miku persona 
was first made as just a tool to showcase 
Vocaloid software, but she took off from 
there and has become ingrained in anime 
and pop culture since. Countless fans have 
become attached to her over the last eight 
years. 

But I’m one of the weird ones who just 
likes some of her music. | played Hatsune 
Miku's previous games on both PlayStation 
and Nintendo platforms for that very 
reason - and it was sort of a shock when 
Sega announced they'd finally be heading 
West. Hatsune Miku: Project Mirai DX brings 
the virtual pop star out of Japan for the 
first time. But will she find as much of a fol- 
lowing here? 

Project Mirai DX is a rhythm game in 
which you play through pop songs across 
various difficulty settings. You can use 
either the buttons or the touchscreen to 
interact with what happens on the upper 
half of the system, and having that option 
makes the gameplay instantly accessible. It 
plays out in a way similar to Theatrhythm 
Final Fantasy, but it does have its own 
quirks to make it stand out. The line that 
you follow across the screen is way more 
active, for example - you interact with it in 
unique ways while enjoying each song. This 
makes for a less static adventure that asks 
for your full attention for the right reasons. 

The regular course of the game sees you 
completing song after song, and you'll 
unlock roughly 50 of them altogether. While 
that seems like a lot, the developers have 
been rather cheeky about it. The Japan- 
only Mirai 2 combined a selection of new 
songs with songs from the first game, so 
that players would have a complete 
package. They've made some small altera- 
tions in this DX version and added a few 
more songs, but most of the content has 
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stayed intact. This is fine, for obvious 
reasons - players outside Japan have never 
played any of these songs, after all. 

What makes Project Mirai DX so good is 
the sheer variety of the songs, though. The 
developers at Sega have pulled no punches 
and selected, in my opinion, the best songs 
in the Vocaloid line-up. "Finder" is upbeat 
and electronic sounding, while "World is 
Mine" is somewhat darker and has some 
heavy hitting parts to it. 

Naturally, this style of music will not be 
everyone's cup of tea, so | do want to give 
you that warning. Listen to a few Vocaloid 
songs online, see if you like them and make 
your game-buying decision based on that. 
Because even if you know the song in 
question, the game surprises you and con- 
stantly keeps you on your toes. You will 
lose nothing in the process. Sadly, this 
lineup won't be expanded any further 
through DLC, unlike the PlayStation games. 
Гат sort of bummed about that, as | would 
gladly pay for more songs! 

That being said, there is extra content 
outside of the core rhythm game, which will 
last you many hours. There are special AR 
concerts you can watch, for example — 
they're adorable. (You can snap pictures of 
them too, though that's possible in the 
entirety of the game.) You can decorate 
rooms with all sorts of furniture and see 
the characters interact with it. Lastly, you 
can play dedicated versions of Puyo Puyo 
and Reversi. (Seriously, a full Puyo Puyo is 
just hidden away in here as an extra. It 
could have been sold on its own!) 

One thing that's sadly missing is a 
proper sharing feature for the dances you 
create. It's cool to create choreography – 
but only you will see the performance. 

Project Mirai DX may be Hatsune Miku's 
first 3DS entry in the West, but it's also her 
best one. With an adorable presentation 
and a good variety of songs, 
this rhythm game promises 
fun for hours. Will you 
become one of the first 
Western Hatsune Miku 
fans? - DAAN 
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Just an Action/ RPG e 


IF YOU ASK someone, "What's Senran Kagura 2: Deep Crimson?" 
they're unlikely to come back with, "Oh, it's a 3DS action game 
with some RPG elements," even though that's exactly what it is. 

See, while Senran Kagura 2 is known for its sword-swinging 
and level-building, it's far better known for its characters' 
tendency to burst out of their clothes. Like, literally. As the all- 
female cast takes damage from their rivals (or as you inflict 
damage upon your foes), pieces of clothing are shorn from their 
shapely bodies. If you get wrapped up in a particularly ferocious 
battle, you can count on seeing panties, bras and bountiful (albeit 
covered) bosoms for miles and miles. 

I’ve been writing professionally for over a decade, and I've 
never used ап emoticon in my published work. | won't start now, 
but I will say that I’m tempted to sum up my feelings оп Senran 
Kagura 2's thematic content by simply inserting the popular 
"shrug" symbol. 

You know it, right? Hands up, bemused half-smile. The one that 
conveys the sentiment "Shucks, | don't know," so beautifully. 
That's how Senran Kagura 2's flyaway panties and bras make me 
feel. This game is engineered to suit a specific taste. It hones in on 
its audience with the precision of a drill bit sharpened to an 
atom's width. 

And really, that's perfectly OK. Everybody has a favorite game/ 
series/genre that's outside mainstream tastes. If bounding ninja 
bosoms are your thing, be assured that Senran Kagura 2 delivers 
an adequate supply. So the next question is, "How does it play?" 

Not too badly, actually. The game follows rival ninja schools in 
a war over sacred scrolls. There are several girls in your dojo, and 
each one has unique weapons and skills at her disposal. You mow 
down legions of flunkies in order to reach and fight a boss. 
Sometimes there's attempted character building through discus- 
sions about familial responsibilities and birth status, but when the 
speech is delivered via a woman standing there in her underwear, 
it's hard to take seriously. 

The important thing is, bustin' ninjas feels pretty good. Your 
characters' weapons slice through walls of flesh like so many hot 
knives through butter, and it's fun to watch your foes fly. The 
action admittedly gets repetitive after a while, especially since 
boss fights are brutal and you may have to do some grinding as a 
consequence. Also, the game's camera can be a bear. 

As a brawler, however, Senran Kagura 2 isn't half bad. There's a 
lot of skill-building to engage in, and you can take steps to make 
the girls feel more, ahem, friendly toward each other. You can 
also team up with other players locally or online. 

If you do get fed-up with the ripped skivvies, you can turn the 
animations off. Granted, doing so removes the game's 
main selling point, but having the choice is nice. 
- NADIA 
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Good Housekeeping 


WHILE MANY FANS of the franchise 
were hoping that Animal Crossing 
would get a new, mainline sequel on 
Wii U this year, we're instead being 
graced by a pair of spin-offs to the 
main series - the first of which is the 
3DS' Animal Crossing: Happy Home 
Designer. Though it follows in the foot- 
steps of 2013's New Leaf and has a 
similar visual presentation, Happy 
Home Designer presents entirely new 
gameplay ideas for this universe as a 
whole. It succeeds in many regards, 
which should allay the fears of those 
fans who were worried about the 
series getting spin-offs in the first 
place - but, at the same time, not 
every new element introduced here is 
as refined as it could have been. 

Happy Home Designer starts out 
straightforwardly enough. The game 
allows you to make the character you 
want, with quite a few options avail- 
able to you. You can choose your face, 
your eye color... even give your 
avatar the haircut that you find most 
fitting for a new interior design pro- 
fessional. The feeling is immediately 
friendly, and it's just the tip of the 
iceberg, as later on you can give your 
persona new glasses, pants and shoes! 

After the character creation, you're 
thrown right into your new job as the 
newest hire at Nook's Homes. You're 
introduced to Tom Nook himself and 
each of his employees. There's Lyle 
the Otter and Digby the Dog, whom 
you might have met in New Leaf — 
they're mostly here to give you advice 
and help keep the game moving 
forward. Most of your interactions will 
be with Lottie the Otter, though, who 
is Lyle's niece and handles the front 
desk at the office. She welcomes you 
every time you boot up the game and 
tells you what to do next. 

It is sort of a shame that you don't 
get to speak more to the known char- 
acters, though. Tom Nook is barely 
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even there to see what an exemplary 
new employee you're being! 

After a lengthy intro, you learn 
about the game's goals. In Animal 
Crossing: Happy Home Designer, your 
task is customize the houses of the 
critters you meet - decorating, moving 
furniture around and choosing new 
items you think would most match 
their taste. It's an interesting idea and 
gives the player an actual purpose in 
the Animal Crossing universe, beyond 
just living among the animals. 

Happy Home Designer eases you 
into its tasks - perhaps too much so. 
When the game begins, everything 
feels restrictive - you do nothing more 
than place furniture in the houses. 
Things get more complex as you move 
along, but those opening moments go 
much slower than you might expect. 

When the game really gets going, 
though, you're swiftly introduced to a 
stream of new mechanics - such 
that, soon enough, you're 
handling every single 
aspect of each new « 
client's move. 


You start by choosing a plot of land 
to build their new house in the first 
place, which is accomplished by care- 
fully surveying the map screen. Once 
you're satisfied with the location, the 
home will be erected - but it'll be the 
most basic abode possible. You'll then 
be tasked with modifying it both 
inside and out, with every variety of 
features: flowers, doors, carpets, 
lamps, a roof and so much more. 

By completing special training 
courses back in the Nook's Homes 
office (you pay the tuition with Play 
Coins), you can expand your available 
customization features even further. 


You can unlock the ability to change 
background sounds, choose curtains, 
change up furniture, display fossils 
and get a bigger variety of fish and 
paintings. 

Furthermore, every animal unlocks 
new furniture for you to use, and com- 
pleting a lot of requests is vital to have 
a lot on offer later. | like this approach 
a ton, as it forced me to really get into 
the game and try to explore more 
every time. This new furniture is also 
usually the stuff that the characters 
prefer to have in their own houses. 
They'll react to everything that you 
place and remove, so you get a good 
idea of each animal's preferences. 

You're free to use whatever items 
you like in your decorating, but you're 
restricted in one key way: There are 
always three pieces of furniture that 
must be implemented into your final 
design. If you don't include their three 
favorite pieces, the client simply will 
not approve of the job you've done. 
(And Tom won't like that one bit.) 
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THE3DS NFC READER 


This Apple-looking device is for those of you out there who haven't yet 
decided to upgrade to Nintendo's New 3DS hardware, with its built-in 
amiibo-scanning functionality. This NFC Reader adds the ability to 
interact with amiibo to the older 3DS, 3DS XL and 2DS models, so that 
you'd be able to take advantage of the new Animal Crossing amiibo 
cards over on the right - or any other 3DS title with amiibo support, 
like scanning fighter figures into Super Smash Bros. The Reader comes 
bundled with Happy Home Designer - but if you're already a New 3DS 
owner and don't need it, the game's on sale by itself a little cheaper! 


Even with this stipulation in place, 
the fail state of the game is pretty low. 
You can do very little to screw up a 
design - the animals will always be 
fine with whatever you give them. This 
is what irritated me the most with 
Happy Home Designer, as it gave me 
the feeling that | didn’t need to try my 
best. | had to apply my own quality 
control, being my own judge in how 
creatively | would place objects. It 
would have gone a long way if the 
animals were just a bit more picky! 

In that sense, I liked making the 
facilities a lot more. Isabelle asks you 


to design places like a school, a cafe 
and even a hospital. There are more 
specific guidelines for these, and that 
makes you work to get things right. 
With a beautiful presentation and 
tight controls, Animal Crossing: Happy 
Home Designer is a game worth con- 
sidering. While you're restricted early 
on, it gets better quickly and your job 
at Nook's Homes becomes a joy. It can 
be irritating that you have to apply 
your own quality control, as the fail 
state is so incredibly low. It's just so 
hard to screw up! But that means this 
is a game for truly everyone. - DAAN 


Everyone, this is Chloe! 


PN 


Her request is for 


with us here at Nook's Homes! 


Starting today, she will be working 


Bill Paquito steakos T-Bone м 
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SCANNING AMIIBO CARDS 


Animal Crossing: Happy Home Designer is the first game from Nintendo 
to support the brand-new format of amiibo: cards! By scanning them 
in, you can build houses for your favorite creatures in the Animal 
Crossing universe. (Normally, you'd encounter them at the game's 
central plaza and the animals are picked at random.) The difference 
with the cards is that you give the pictured character a call to come 
over, which they're certainly happy to do. Considering that every 
animal unlocks specific content, these cards can help you get the items 
you want. The houses you make can be saved to the cards and then 
shared with friends - they'll get access to all the furniture that's saved 
in the house as well. Next to the regular citizens, there are also special 
cards, which are harder to come by. These will allow you to build free- 
form houses for true AC stars, such as DJ K.K. and Mr. Resetti. Finally, 
all the characters can also be summoned into houses or facilities so 
that you can snap pictures of them - so craft some unique scenes by 
bringing your favorites all together under one roof! 
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My name is Arianna. I am 
yaiting for my companions, who will be 
aiding mein my journey through thisland. (Ду 


Another Untold Tale Unearthed 


ETRIAN ODYSSEY 2 UNTOLD: THE FAFNIR KNIGHT 


ATLUS HAS BLESSED us with 
another great game for the 3DS with 
their latest endeavor, Etrian Odyssey 2 
Untold: The Fafnir Knight. In this new 
installment of the Untold series, you 
take on the role of the titular Knight 
as you escort Princess Arianna of the 
neighboring kingdom of Caledonia 
through an ancient temple to perform 
a ritual that occurs only once every 
100 years. Of course, things are never 
as they seem, so you must solve mys- 
teries and fight copious amounts of 
monsters to finally reach your destina- 
tion. Luckily, you both have the help of 
your childhood friend Flavio and trav- 
eling companions Bertrand and Chloe 
to get you through the adventure. 

You have the option of creating 
characters from the ground up also, 
but be aware that this option skips all 
the new story additions. (Multiple save 
slots are available, so you can do both 
concurrently if you like.) Your pre- 
made companions are pretty nonde- 
script, with personality types that 
have become quite common in RPGs 
these days - however, the amount of 
personalization available seriously 
makes up for this. 

To begin with, each new level 
attained grants skill points that can be 
spent in myriad ways, from opening 
up new skill trees to bulking up attri- 
butes. Items called Grimoire Stones 
provide even more customization, as 
these magic relics can be imbued with 
the skills and abilities of the enemies 
you fight. It’s even possible to use 
skills not native to your job class with 
these Stones! (A gun-toting medic that 
shoots bullets that heal you? Say 
whaaat?) You can also change job 
classes if you like. 

Each character has one special 
skill: Force Power. With Force Power 
you gain access to a powerful-yet- 
temporary attack or buff (depending 
on your job class) that can turn the 
tide of battle, if used properly. You can 
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choose to either use a version that you 
can recharge, or a super-powered 
version that can only be used once per 
dungeon visit. 

Etrian Odyssey 2 Untold's visuals 
are simply gorgeous. The characters’ 
cutscenes and world’s setpieces are 
very cute and nicely detailed. The 
various enemies - some new and 
some returning from previous games — 
are uniquely designed and animate 
well. The dungeons themselves are 
just beautiful. From lush forests to 
dilapidated underground temples, 
there's a wealth of minute detail to 
behold with every step you take. 

The soundtrack is a lovely orches- 
trated work by the legendary Yuzo 
Koshiro. The voice acting is done 
rather well and is fully realized for 
important story sections, with short 
vocal snippets peppered throughout 
the rest of the game's conversations. 

If you've played either of the two 
previous Etrian Odyssey games for 
3DS, then you know what to expect: Go 
to the dungeon, make your map, 
grind, grind, grind and defeat the 
nasty boss beastie in the area. While 
this sounds repetitive, there are plenty 
of side activities to keep you enter- 
tained and engaged. The ubiquitous 
item crafting and sidequests are here, 
and you also have the opportunity to 
run a restaurant, advertise for said 
restaurant around your hub town and 
even try your hand at city planning to 
improve your surroundings. АП these 
are optional for the most part, but I 
would highly recommend making full 
use these activities. There's money to 
be gained for properly completing 
these chores, and you will most defi- 
nitely need that for upgrading your 
weapons and armor and buying 
supplies. Plus, there's both free and 
paid DLC available to add even more 
to your agenda. 

One of the things I like best about 
Etrian Odyssey 2 Untold is its difficulty 
- this game is an exercise in proper 
planning. Picking the incorrect abili- 
ties or even going into a battle slightly 


unprepared can and will be punished. 
Luckily, some of the most terrifying 
enemies — known as "FOEs" - are 
noted on your map and follow specific 
behavior patterns. Planning around 
these monsters' movements is the key 
to early survival and a good test of 
your strength once you feel you're 
ready. There are three difficulty 
settings to choose from: Picnic, 
Standard and Expert. If you're new to 
the series | would recommend the 
Standard setting, as it's the most 
balanced of the three. (Picnic contains 
so little challenge that you'd be doing 
yourself a disservice if you chose that 
route.) And Expert is just that - series 
veterans or those who simply enjoy 
suffering should be happy there. 

One of the most defining aspects of 
the Etrian Odyssey series, mapmaking, 
is back again and important as ever. 


Considering how in-depth and chal- 
lenging the later dungeon floors can 
be, having an expertly filled-out map 
is very much a godsend. A properly 
detailed map can save you vast 
amounts of time when it comes to 
locating plunderable areas, plotting 
out shortcuts and even skipping whole 
floors! A fully mapped-out dungeon 
floor activates a "floor jump" option, 
which whisks you directly to the stair- 
ways if you so wish. (And you will. 
Trust те!) 

The Etrian Odyssey series just 
keeps getting better and better with 
each new chapter. Jump into this 
Untold tale as soon as you can - and 
don't forget to make a good map! 

- THOR 
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REVIEW REMINDER 
THE NEW NINTENDO 3DS 


Rewind your mind back toward the beginning of this year, and you'll recall the controversy that 
surrounded the launch of Nintendo's New 3DS hardware: The system was made available in both XL 
and "normal" sizes in Japan and Europe, but in the United States, only the XL version was released. 

That upset several fans, not because they were opposed to extra-large screens, but because they had 
been looking forward to a key feature only found in the smaller edition: swappable cover plates. Well 
now, at long last, Nintendo of America has finally released the normal-sized New 3DS to store shelves 
in the States. To begin with, it's been made available only as part of a bundle with Animal Crossing: 
Happy Home Designer, retailing for a suggested price of $219.99 (with two cover plates included). So, 
now that it's on sale in America, is it worth a purchase? We had Mark write a review based on the 
European version back in Issue #14, and his assessment was positive, with a few caveats. He called 
the new stylus a "stubby plastic pen that never seems to slide into its slot facing the right way up," 
and said the process for swapping the swappable cover plates "feels like you're performing an unoffi- 
са! system modification." Also, we don't yet know if other cover plates will arrive in stores here as 
well, and it would be pricey to import them. So use caution when deciding whether to buy! - LUCAS 
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RECASTING A CLASSIC 
- WITH MR. МАТА! 


Introducing Balloon Fight: маға Edition. 


IT WAS AT this time of year, one year ago, when we first shined a spotlight 
on graphics hacking here in the NF Community section. At the time, we 
looked at a few examples of female protagonists being swapped into the 
roles normally held by Nintendo's male heroes - like The Legend of Zelda 
modified to star Zelda herself, or the arcade classic Donkey Kong with the 
role of rescuer going to Pauline instead of Mario. The practice recently came 
back to our attention in the days after Mr. Iwata passed away, as one fan, 
John Riggs, took it upon himself to visually alter Mr. Iwata's Balloon Fight — 
so that it now stars Mr. Iwata himself. 
t's a simple enough swap - all instances of the Balloon Fighter have been 
replaced by a tiny, 8-bit Iwata flapping around the screen instead. The 
gameplay is no different than it's ever been, but the effect of playing feels 
different simply thanks to the change in playable character. 

n addition to Balloon Fight being used to honor Mr. Iwata's memory, 
John included a couple of extra references as well. Rather than normal 
balloons, Мг. Iwata's two adorable dirigibles have been made to look like 
Kirby - an appropriate alteration, as Kirby's shape is a match for the spheri- 
cal source material he's overwriting and he's always floated through the air 
like a balloon in his games anyway. And Mr. Iwata's 8-bit sprite is sourced, in 
part, from the first EarthBound game - which included a character that kind 
of looked like him already. 

This isn't John's first time hacking old NES games, as he runs "RIGG'd 
Games" and frequently alters 8-bit titles as a hobby - sometimes even 
offering the results of his work for sale on actual, reproduced NES car- 
tridges that you can play on the original hardware. It was second nature for 
him to take on this project. 

Explains John, "A musician may write a song, or an artist may draw a 
picture. But | am a gamer! And I like to edit Nintendo games. So this is my 
tribute to him. Please understand." 

If you're interested to see more, check out the link below. - LUCAS 


REPRODUCTION 
CARTRIDGES 


Though he originally planned not to, fan 
demand has convinced John to offer repro- 
duction cartridges of Balloon Fight: Iwata 


Edition - though, importantly, he's not 
making any personal profit off of them, as 
all proceeds from sales are being donated 

to the Extra Life charity. Still have a 
working NES of your own and want one for 
yourself? Get in touch with John by email: 

johnblueriggsa gmail.com 
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CHARITY DESIGN 


THE MR. IWATA SHIRT 


T-shirt campaign raises over $12,000 for two charities. 


DID YOU THINK that our "Thank You, Mr. Iwata" logo on the front cover 
looked just a little bit familiar? If so, it's probably because you'd already seen it 
once before. Omni Jacala, one of the artists who contributed to our cover art 
for this issue, created the logo just a few days after Mr. Iwata passed away in 
July, using it as the primary graphic to be printed on a T-shirt. 

The idea was simple: Mourning fans were looking for a way to honor Mr. 
Iwata's memory by giving something back, and the T-shirt gave them a rallying 
point - both as a tangible object to own as a memento, and also simply as a 
unified place to donate money in his name. 

That's because Omni didn't take in T-shirt orders for profit — rather, he took 
every dollar that came in from shirt orders and donated them to charity. 

Two different organizations benefited from the incoming cash. The first was 
Child's Play, a charity that many members of the greater video gaming commu- 
nity are well aware of – it was founded by Jerry Holkins and Mike Krahulik (the 
creators of the webcomic Penny Arcade) in 2003, and over the past 12 years has 
raised millions of dollars for children's hospitals around the world. Gamers are 
often decried as being anti-social or prone to violent behavior, but Child's Play 
argues that the opposite is true: Gamers are the best and most generous people 
in the world! 

The Cholangiocarcinoma Foundation was the second recipient of the T-shirt 
orders' proceeds. That long and difficult-to-spell medical term simply refers to 
bile duct cancer, which is the condition that claimed Mr. Iwata's life. It's a 
devious illness that is especially difficult to treat - more research is needed to 
be able to improve future patients' chances of survival. 

Each organization received just over $6,000, as proceeds were split 50/50 
from a total amount raised of $12,147.40. The T-shirts were sold through 
Teespring, and were only available for a limited time. But if enough latecomers 
show interest in owning one now, the company will reopen orders! - LUCAS 


teespring.com/thank-you-iwata 
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COMMUNITY EVENT 


#RACEFORIWATA 


Fans rally together in Mario Kart 8. 


IF YOU HAVEN'T been convinced yet, here's another example to 
consider in proving that Mr. Iwata's Mii character is the most fun and 
versatile Mii ever made. 

You can use him to make yourself an awesome Iwata Swordfighter 
in the Super Smash Bros. games. You can use him to play Nintendo 
Land’s Balloon Trip Breeze attraction as an official Iwata Balloon 
Fighter (no NES graphics hacking needed). And, as #RaceForlwata 
demonstrated for us, you can use him to transform the already 
transformation-focused Mario Kart 8 into a full-on 12-person simulta- 
neous multiplayer tribute game. 

That’s what thousands of fans came together to do on Monday, 
July 14, just a few days after the announcement of Mr. Iwata's death 
was made. Again, fans were searching for ways to sort out their 
feelings, and they found a beautiful avenue for doing so through 
Mario Kart 8. The game's online multiplayer capability allowed fans 
from all around the world to come together and play at the same 
time, which was key - but the critical element that made it all work 
was the game's functionality that allows you to use any Mii character 
saved on your Wii U as your in-game avatar during online races. 

In the day leading up to the event, the hashtag #RaceForlwata 
was elevated to trending status on Twitter, and with it was distrib- 
uted the QR Code for Mr. Iwata's Mii. (We printed it back on Page 33, 
if you still want to grab it for yourself.) Thousands of fans used the 
code to add Iwata to their systems, then, throughout the day on the 
14th (and beyond), those thousands of fans became thousands of 
smiling Iwatas racing around the Mushroom Kingdom together, 
happily bashing each other with Koopa Shells and blasting past one 
another with Super Mushrooms. 

It was truly a site to behold so many Iwatas at once! I'm thrilled 
that so many fans came together to make it happen. - LUCAS 
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CHARITY SPEEDRUNNING 


А New RECORD SET 
Mr. Iwata honored as SGDQ raises over $1,000,000. 


AH, THE SUMMER. A time for travel, relaxation, cookouts, movies and, 
for the Summer Games Done Quick crew, speedruns! SGDQ, an offshoot of 
Awesome Games Done Quick, was established in 2011 to raise money for 
charity. While the event has grown over the years, it has always been a 
smaller affair than AGDQ, and as such it was never able to raise a million 
dollars for its charity as AGDQ has. Until now! 

Bringing in an impressive $1,237,206.44 for Doctors Without Borders, 
SGDQ 2015 hit a new milestone. With so many jaw-dropping runs, it's easy 
to see why! 

Kicking off the marathon was Nintendo World Championship competi- 
tor Trihex with a 10096 run of Yoshi's Island. Using new techniques devel- 
oped just this year, he brought his signature style and jumped, slurped 
and egg-tossed his way to a 2:42:44 clear time. Later was a Donkey Kong 
Country race between NewAgeRetroHippie, Eazinn and Garrison, the top 
three DKC players in the world. It was an incredibly close race, with the 
trio finishing within just 16 seconds of each other. The Kirby Tilt ’n’ Tumble 
run by DanRay2352 was particularly amusing; the original game was 
played by tilting a Game Boy Color, but for streaming purposes the game 
had to be inserted into a Game Boy Player and the entire GameCube was 
tilted instead. Altabiscuit's run of Mario & Luigi: Superstar Saga was a 
treat, as the glitches in that game are known to cause some serious 
graphical errors. Speaking of glitches, Shenanagans was true to his name 
and glitched enough Master Balls into his inventory to catch all of the 
original 151 Pokémon in Pokémon Blue in under two hours. Additionally, 
Legend of Zelda runner Jkoper dangerously went alone by speeding 
through the NES classic without even touching the sword. 

The most heartwarming aspect of SGDQ was the outpouring of fan 
support. Viewers often donate to name the files or characters, and it's no 
surprise that Mr. Iwata's name appeared throughout the show. From 
Majora's Mask to Twilight Princess to Donkey Kong Country 3, Nintendo's 
president was honored through their generosity. In a particularly fitting 
scene, the player for Aurilliux's EarthBound run was named "Iwata," and it 
was he who heard Paula's prayer and lent a hand to defeat Giygas. 

For the finale, Puwexil (of fellow charity group RPG Limit Break) and 
Essentia (another NWC veteran) ran Chrono Trigger to 10096 completion 
in 5:04:47. In keeping with the trend, Crono, the brave hero of the adven- 
ture, was named after Mr. Iwata. Everyone involved agreed that with so 
much money raised to make the world a better place, the game itself put 
it best: "Iwata must be proud . . . to have friends like you." - LINDSEY 


gamesdonequick.com 
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COMPETITIVE GAMING 


ON Victory ROAD 


New Pokémon Masters crowned in Boston. 


THIS PAST AUGUST, the 2015 Pokémon World Championships were held 
at the Hynes Convention Center in Boston, Massachusetts. Competitors 
from over 30 countries met for three grueling days of battles. The United 
States and Japan had the largest contingents of competitors, and many 
other nations were represented, including first timers Colombia, Malaysia, 
Hong Kong and Russia. National flags, along with cosplays, plush dolls and 
hats were in abundance, and even Pikachu was dressed for the occasion 
in a sea captain's costume, complete with mustache and curly wig. 

Qualification for Worlds was based on a player's Championship Points 
earned through Premier Challenges, regional and national competitions, 
as well as official online International Challenges. Competition for both 
the trading card and video game divisions was divided into three days of 
battles, and the top players from each region were given an automatic 
advancement into Saturday's competition without having to compete in 
Friday's preliminaries. Selected competitors in the preliminary rounds 
and the finalists had their battles broadcasted live on Twitch.tv and Nico 
Nico. Between battles, commentators gave an in-depth analysis on the 
Pokémon used in the competitors' teams. Commentators of the video 
game battles included Pokémon experts Scott Glaza and Duy Ha, along 
with YouTubers "shadypenguinn" and "thejustinflynn." 

Along with the main event, the Boston Open tournaments were held, 
featuring over 1,000 players of the trading card and video games compet- 
ing for a head start on points for the 2016 tournament season. Other 
special events included a Pokémon Symphonic Evolutions concert at 
Boston's Fan Pier on Saturday night, which featured music spanning the 
six generations of Pokémon video games performed by a live orchestra. 
For a final encore, Junichi Masuda, producer and composer of many of the 
main Pokémon titles, conducted "KISEKI," the ending theme to Pokémon 
X and Y - while wearing a Pikachu tail. 

After being largely absent from the finals for the past few years, Japan 
re-emerged as a serious contender. Many of the heavily favored Masters 
Division players, including 2014 champion Se Jun Park of South Korea, 
were eliminated in the early rounds. Japan's Kotone Yasue - the first 
female video game World Champion - won the Junior Division crown over 
South Korean Ryan Jaehyun Park, and in the Masters Division, Japan's 
Shoma Honami outlasted fellow countryman Hideyuki Taida. The UK's 
Mark McQuillan defeated Japan's Koki Honda in the Seniors Division, pre- 
venting an all-Japan sweep. 

After the champions and runners-up received their prizes - including a 
Pikachu trophy and up to $10,000 in scholarship money - emcee Indovino 
announced that the 2016 World Championships would be in San 
Francisco. As attendees left the auditorium, the judges, Professors and 
behind-the-scenes volunteers greeted them with cheers, high-fives and 
thanks - a fitting end to a memorable weekend! - REBECCA 


USER-CREATED CONTENT 


LETS MAKE SOME MARIO! 


We want to see your greatest Super Mario Maker creations! 


HOW’S YOUR NEW career in construction 
coming along so far? Hundreds of thousands of Wii 
U owners have already taken the plunge into Super 
Mario Maker, and if you’re one of them, we want to 
see your best designs! Our Community section 
normally features Nintendo-inspired art of all 
kinds, and Super Mario Maker levels are like an all- 
new category of creation for us to spotlight now! 

If you feel self-conscious or intimidated at all, 
don’t. We're on this journey right alongside you, 
learning how to build compelling, fun-to-play levels 
just like everyone else. In fact, we're featuring a 
few of our earliest efforts right here, for you to be 


able to see what we've crafted after just a few days 
with the game! Maybe you'll be impressed? Or 
maybe you'll think they need a bit more polish? Any 
reaction is fine! (Though feel free to toss a Star or 
two our way if you're feeling generous.) 

Some early tips: Play lots and lots of other 
courses to be inspired by what others have made; 
learn all the options of the editor inside and out; 
pay attention to aesthetics, giving your levels as 
much visual appeal as possible; and try to be as 
unique as you can be! Email us the 16-character ID 
codes to your uploaded levels, and we'll pick our 
favorites to feature in our next issue! - LUCAS 


Send your levels to SuperMarioMaker@NFMagazine.com 
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5 TRIALS OF 
GOOMBA-TOSSING 
BY MATTHEW TARANTO 


Matthew's featured level benefits from focus: it 
takes the idea of tossing enemies straight up and 
runs with it throughout the stage. (But no one told 

him they're Galoombas, not Goombas.) 


B197-0000-0048-F3F1 
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BY BRETT MARTIN 
If the Boos ganging up on you in Mark's level leave 
you feeling frazzled, jump next into Brett's Ghost 
House for some cathartic ghostbusting — with 
underwater specter-bashing as well! 


F38A-0000-0040-0DB8 
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BLOCK-RIDIN' 
OBSTACLE COURSE 
BY MARK KELLY 


In the mood for something hair-pullingly difficult? 
Expert-level courses are in ample supply online, but 
few are designed well. We think this is, though! (At 
least the part I’ve seen. | haven't beaten it myself.) 


60D1-0000-0031-5065 


FOLLOW THE COINS! 


BY KEVIN KNEZEVIC 


Our selected New Super Mario Bros. U-style stage 
for you all in this initial collection, Kevin K.'s design 
encourages you to simply follow its name's instruc- 

tions and follow the string of coins. (If you can!) 


27CF-0000-0039-F018 


THANK YOU, IWATA <3 
BY DREW WISE 
Here's one extra pick for you all that 
isn't coming from an NF staff member, 
but rather a member of the extended 
community. It's a Mr. Iwata tribute 
level! As simple as can be, it can be 
cleared in just a few seconds flat. But 
it's fun to see the blocky Iwata in it! 


BD04-0000-0019-3E55 


СООМВА 5 PARADISE 
BY CHRIS CARTER 
Go full-on old-school with Chris' epic ode to those 
greatest minions in the Mushroom Kingdom: the 
humble Goombas. Become a Goomba yourself and 
try to dash through a gauntlet of your brethren! 


7549-0000-0014-EF57 
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МАК! О"5 ADVENTURES 
IN WONDERLAND 
BY REBECCA RUDEEN 


Though there's no white rabbit to follow down into 
this particular hole in the ground, Rebecca's done 
her best to make things just as fanciful here. And 

bonus points to her for including a big "NF" sign! 


А281-0000-002Е-ОВҒ9 
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MARIO VS. METAL MAN 
BY LUCAS M. THOMAS 


Finally, here's my own debut offering for you all. 
Ever since Mario Maker was first announced, Га 
been planning to remake Mega Man 2's classic 
Metal Man stage with it. So, I did! Enjoy! 


6975-0000-0024-F81B 
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NEXI ISSUE 


Star Fox Zero may need a little more fuel before it's ready to blast off 
into the final frontier, but that's not going to stop the Nintendo Force 
from setting our sights on the stars for our next issue. With Xenoblade 
Chronicles X and an all-new Star Wars movie opening in theaters, it's 
time to explore some alien worlds in galaxies far, far away! (Just 


hold on tight, and try not to get yourself lost in space, OK?) (ме 
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IN THE 
WORKS FOR 
ISSUE 718: 


STAR FOX ZERO 


XENOBLADE 
CHRONICLES X 


DISNEY INFINITY 3.0: 
RISE AGAINST THE EMPIRE 


STEAMWORLD 
HEST 
CHIBI-ROBO! 
ZIP LASH 


ANIMAL CROSSING: 
AMIIBO FESTIVAL 


TADPOLE TREBLE 
YO-KAI WATCH 
THE LEGEND OF LEGACY 


DRAGON BALL 7: 
EXTREME BUTODEN 


SKYLANDERS 


SUPERCHARGERS 


LEGO 
| DIMENSIONS 
| FATAL FRAME: 


MAIDEN OF BLACK WATER 


MUTANT MUDDS 
SUPER CHALLENGE 


POKÉMON 


SUPER MYSTERY 
DUNGEON 


THE LEGEND ОЕ ZELDA: 
TRI FORCE HEROES 


RODEA THE SKY SOLDIER 


AND MUCH 
MORE! 
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SATORU IWATA 
DECEMBER 6, 1959 - JULY 11, 2015 


The date of your birth, then the date of your death. That's how you're defined when you're gone. That's 
what's written in your obituary; what's carved in your headstone. Just a couple of dates from a calendar. 


What's interesting is that, though these two dates are the most prominent information given to inform 
people about your life after it's over, you really have very little influence over either of them. 


For starters, you don't pick when you're born. You didn't decide when your parents would get together, 
and then what your due date of delivery would be as a result. Maybe there were some health-related 
factors that influenced whether or not you made your arrival sooner rather than later, but no one really 
asked you your opinion on the matter. You were born on the day you were born, and that was that. 


You have a bit more control over the second date. Your lifestyle choices and decisions of whether or not 
to put yourself into dangerous, life-threatening situations can certainly increase the probability of it 
arriving sooner. But even then, very few would have advance knowledge of precisely which day it's going to 
be, and most of us simply just live our lives hoping that it's as far away into the future as possible. 


So what are we left with? What do we truly have control over in our lives? If the whole of our time on this 
planet is summed up by one date, then a dash, then a second date... 


... it's the dash. That little line in the middle. That simple, straight piece of punctuation serving as a 
connector between the day you show up and the day you check out - it represents the entirety of your 
existence here. It's the timeline that encompasses everything you'll ever say or do on this side of eternity. 


So what are you going to do with your dash? 


Satoru Iwata used his to make people smile. He took a childhood interest in computers and games and 
worked so diligently, so relentlessly that he put himself into a position to bring joy and laughter to millions 
with the time he was allotted among us. He made video games, and then led companies that made video 
games, and in doing so made moments of happiness for anyone who ever came into contact with them. He 
left the world a little brighter than it would have been without him. 


That's a good use of a dash. 


Don't let Mr. Iwata's example fade from your mind. Don't stay absorbed in the sadness of his loss - that's 
not going to end up helping anyone. Instead, take the way he lived his life as a call to action. Step up! Be the 
kind of person who can brighten the world around you, as he did. Identify your passion in life, as he did, and 
then pursue that passion diligently, and relentlessly, as he did. Find the way to make doing what you love 
to do be a source of encouragement, strength and smiles for others! 


If you do that - if you aren't defined at the end of your life by two simple dates from a calendar, but rather 
the impact you made with your dash - that will be how you can truly say, 


Thank you, Mr. Iwata. A = 
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